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Read about i t 
then play i 
EXCLUSIVE Ah 
demo on our di 
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Tho entire first level of 
incredible platformerl 



1 What, no disk? 
| Ask the newsagent! 
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What, no disk? 
B Ask the newsagent! 
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Plus! All the biggest games inside... 
FIFA • Cannon Fodder 2 • Guardian 




THEME PARK 

23.99 



A -TRAIN 

12.99 



ARCADE POOL 
COM 11.99 AM 7,99 



■ ; 1 4 vi 



BEAU JOLLY 
COLLECTION 



CANNON FODDER 
SETTLERS. 
CHAOS ENGINE 
AND T2 

BEAU JOLLY COLL 

25.99 



PREMIER^. 

•f.«;r ■ . ; T4 




PREMIER MANAGER 2 

8.99 



iMFoniAm - ritAst noti 
NOP - will not work on A500 
Phi. AbOO orA\200 
N0I2r will not work on MOO 
I MSG -- requires I Ml of RAM 
WW Item 



A1200 GAMES 



alaoon. JM 

ALBTN BREED TOwf « ASSAULT MM 

UNMI %a,m 

body mows ii H 

■RUTAL FOOTBALL DELUXE n.-, 

captive; liberation an 

cxvbjbation aqa taaa 

cemoiT. ,i M 

DREAMWU). 

feibs of glory • an 

GUWSMIF TOM »9« 

"F Mf-Atl | bam OF ASUAMD 1| M 

l«AJI»- LEGIONS C* Chaos ibw 

iAMM POMOt- OPPMTON STARFISH 27 M 
JAMES POND COM ECTON 
UAMf 5 POND 2 i 31 • hi 

JUNGLE STAKE • iia 

RJCKOFFJ ,,„_,,.„ na 

IIONKPJG- _ _ „ M 

ci tx a«iL MUM) drive only) 
HAOUEFOmON W48 

WWUXWEDtnOM »4B 

PGA EUROPEAN »» 

FlmMHMWWMIIl* - IBM 

HI DEB nag 

BARRETEAM - 4 II.M 

BMCirYTOO)' 33» 

SMCN the sorcerer n » 

BMONTHE SORCERER;- UN 

STAFt lne»- KTh ANNIVERSARY 

(MARDDRWEONln ZtflH 

StH-Efi !il ARDuST 
T« ME PARK 

UFO- enemy. 



CMAMfirif *'.<»' MANAGER COLLE CTION 
P*>V4.UPtiATEUIGK)<IMEGl ISM 
CnAMPl •■.HCMA.'t'nERiTAHl.'MEai I7M 

CHAOSEWmVE, HM 

ClrtJ8AHOH(l MEO) ItM 

CLUB FOOTBALL - THE MANAGER (t NEC) Ml M 

COMBAT AIR PATROL 



SPORTS MASTERS 

13.99 



14 W 
MM 
..MM 



AMIGA GAMES 



FOR OUR FIAJ. Sf LECTION Of AMIGA 
GAMES PLEASE ASK 'OR A- FREE 
1 6- PAGE COLOUR CATALOGUE 
a. train • conitructicki HTfl meoj ...IMS 
aiqtaiih killer ii meok una 
, MJi 

AMNIOS ,„ 

•w — bib 

APOCALYPSE II MEG) . ISM 

ARCADE POOL 1 1 UEO) I N 

armour UEEim*. J I I Ml If 4» 

AWARD WINNERS OOLO 
pMUMjgCal BUTE. JIMMY 
WHITES SNOOKER TOOLI |1 MEG) 

BATTLE ISLE SI 

BEAU JOLLY COMPILATION 
(CANNON FOOOER, BE TILERS 
CHAOS EROINE_TT|(l MEG I • _ 

BENEATH A SIEtl S"' H MEOI 

BLACK CRYPT|t UEO) 

BOO > Fit OWS 1 1 MEG) 

BRUTAL FOOTBALL 
HUM' 1 N BURN- 



CAMPAKJNUMECil 

'.".■-'.>■ ,ri I |i hi.. _ 

CANNON FOOOER |i UEO) . 

CAMMM Fooon ■ (i mot • 

CHMnxns'U'UANAOfnnvii meoi 

CKAUP»«S>«" MANAGER 

lEND OF SEASON CAT A DISK) , I MEG 



JSM 

12 « 
1040 
ft 90 
11M 
>SM 

■an 



MM 

COMSAT CLASSICS 7 

MM se nvct ;. f is stealth 

FKJW1ER PACIFIC ISLAND) (I UEO) 70 M 

cohhlamion iu-scrousi 4m 

CMASM DUMMIES 1 1 MEGi i;m 

OMSEFCX»Aa)RT>»I ||«9 

CURSE 01 ENCHANIIAfi MEIJ) 11JM 

0-DAVilMP«tfSSO4S)|l UE0| HM 
MMI PATROL i I UEO)- 2ZM 
OEIIIOrT • I MEG i . . si «n 

DOGFIGHT (I UEOI -1MB 

OlPIE (I UEO) 1 1 44 

IXiNl 7 BAmEFORAlMUVKIiilMEGl I'M 

dungeon master 1 1 megi a n 

-Ug . rm 

K Jfl_J )FRONTIEWI(l HtO|_.. MM 

EMPIRE SOCCtn II UFO) || ah 

ErE OFTmE(IE«OlDEFI(SSIK1UEG1 <Z49 

Eye of the bfmoloer ' 1 1 megi i? m 

Fl iDOMARKlit MEG) 17 » 

• I I7A STEALTH »<iHTER V0|1 UEO) MtQ 

• It BTEALTH FIGHTER iNOPi IN 
F«LDSOF GLORY (1 UEO) nil 

FIFA NTERNATKINAL SOCCER (1 HFG| » M 

EGMMULAIORAAIDFMX ISM 

GOAL _„ 'IZ 

GFUHUI pOOW WORD CLASS CROLET ■ 
TIITMATCHSPECUliiUEO) IBM 

GRAHAM GOOCH DATA ttS" 1i(M 

QUNMP Xf*> 1 1 MEGi . MM 
HEART OF CHINA |l UEGl • 12 M 

HBMDAUJ - BANE OF ASOABDO MEGI 

HEUOQUEBT) . 

'HE LEGACV OF SORAS* 1 1 MEG, 

HRfOOUNBllMEGl 
WTOmM UM iBnMEGl 
HOOK .. _ 

HUNTER INOI^ 

INDIANA XlNES FATE OF ATLANIIE 
ADVENTURE < I MEG I 
ISNAMJ LEGIONS OF CHAOS |l MEO) 

fSHAFI ) j I UEOI 

JAGUAR leb 1 1 MEG) 
JET STPAKE 

JOHN MAOOENS (US, FOOTBALL 
JUNOtESiniKEIliBBI]-- 

JUHASSK-PAIWiiMEO) 
*1M (UTOPIA }), I MtG> 

BOB 

KICK OFF] .. 

- '>( - i. |i MEOI 

KINGSOUESTSOMCaf .. 
KINGS OU( S' Bil MEQ) 
KNIGHTS OF THE SKY II MEG) 
L*SEM SQUAD 

LEGENDS OF VALOUR I 
JH.URF. SUIT LMHv i 
icisune sun larh- ■ i 
LEISURE SUIT EAftf" 3 I 

1ELMNGS2 _ 

LOMBAHDRACRAUV 

LOROS OF CHAOS 
LURE Q' 'HE TEWTF* fiS 



ON n* BALL 

LEAGUE EOlTON |t MEGI IBM 

WOHLD CUP EQTION 1 1 MEGI IBM 

ONE STEP BEYOND 1 1 utG| 9M 

OvtHDRIVE 1 1 MEG) BM 

PAtMCUM i 1 MEO) ram 

PGA EUROPEAN TOUR |< UEO) - 

PiNBA.1 DOUBLE PACK {I MEGi 

|P*UAU OMEAUS * FANTASIFBl 

PINBALL OREAMS (I MEQ| DM 
POLICE OUEST 1(1 MEG) 1?M 
POwEhOFBVE II MEG!- nag 
POWEHMONtiEII . WW! DATA0I5K 1NOIJ7II AS 
PREMIER MANAGER 2 1 1 MEG) _*N 

PUGGSTd MEOj WM 

WK fiOAD TYCOON 1 1 MEG I (NOPi B M 

REACH FOR THE SOES 11M 

REALMS |l MEQ) , 0 4» 

RED UAHON ( I MEG) • mm 

nOADHASM , , 0 „ 

IICHKESDnirr B H 

nmiFI' LEAGUE COACH |l MEGI IB M 

RULES OF ENGAGEMENT } n 

SABBE TEAM Isw 

SECOHD &AMURAI \\ UEGl INOI?) B4S 
9ECHCT OF MONKEY ISLAND ( I MEQ) i;m 

SECRET OF MONKEY ISLAND 3 | % UEGl I? W 
SENSIBLE OOLF (I UtO|- MM 

■MfU SOCCEP<M«1SEASON| 7M 

■N'lllNAllt»Ul EDITION 



FIFA SOCCER 

20.99 



WWG COUMANOEP I n MEG) M 
•VONDERDOG | 0 M 

>*ORlD CUP USA ** ( I MEO) MM 

WORLD CUP YEARN 
.GOAL. CHAMPON^iu MANAGER .1 . 
DATA C-i« STRIKER 
SENSIBLE SOCCER) |t MEG) 

JONHEDll MEG). 

tOOl M UEGl 

AXIL 1 (I UEOl . _ 



champ mgr coll. heimdall 2 
13.99 cd32 21.99am21.49 



A1200 VERSION AMIGA CD32 CD's 
APPLICATIONS 



AMIGA EDUCATIONAL 



UEGl (NO H n 
i MFGl 

UEGl 

UEGl 



IBM 
"M 



BUB 

II M 
« -I 
9 *■ 
MM 
IBM 
** 
MM 
IB 49 
II 4« 
IB4B 

n*9 

U*t 

B H 

•?M 

BM 

MM 
II4B 

ii m 

IJ4B 



MEO) MM 

WORLD OF SOCCER (I KEG. ■ IBM 

SETTLERS „ „ . t|BB 

5>WX7WOHlDS (MOia jjb 

S-EFIFIA SOCCEB 

HVORID CUP EDlDON) 1 1 MEGI ... . I74B 
SILENT SERVICE J n MEO) flM 

SIM £ L ASSICS )tli|l MEG). 

ism cm classic w> ufi tin anti }) m 

SMJN THE SOnCIRER | I MEG) »IH 

SMONTHE SIXEREFIJU MEGl • 71 M 

8KB) MARKS 1 1 MEG) .._ II M 

8KII)MAFIKSDA1A0IS<I(IME0|> ...1MB 

SlEIMtYALKER ■« 

SOCCER UO i| m 

SPACE ACADEMY II MEO I • X't 

SPACE LEGENDS 

I WING COMMANDER. MEGATRAVELLEB. 
ELITE) It MEO) , ||.M 

SPACE QUEST 4 |l MEG) ■ 12 M 

SPEOAl FORCES II MEO) I0M 
5PEEDBALL I »!• m 

SPORTS MASTERS 
|PGA GOir. v 5011 
ADVANTAGE IINNIG 
EURO CHAUFIONSHIP 

STAFHOhOO MEO) 
8Tx« ETFIGHTER 7 



BIM7||I<II0) UN 



2SK 
1144 



1 MEG) 



MAN UTD PREMIER LEAGUE 

CHAMPIONS 1 1 UEO) 

MAN UTO PREUCR LEAGUE 
CHAMPIONS DATA DISK (I Ml 



UA',t(H A«E I' MH| 
UCRO MACHINES 

MONOPOLY .. 

MORTAL KOUBATlt MEO) 
MP fllOBBY - 

NE*WORLDOF LEMMINGS I 
«C" ' ALDOS GOLF 



BUPIR SKIDS (BflXBBAmUi . EXTRA 

CABS A TRACKBI |l UEO) a 

SUPREMACY 1 1 MEO) 

5WIV<NOP) 
SYNDIC A'E ( I MEG) 
TIlC0iNOP)|l MEGl 
TACTCAL UANAGJEP - 

ENGLISH IEAGL.E It UEO) 

™ THE BLUE B THE GREY ( 1 MEQ) 
"t THE GREATEBT 

IJIUUY WHITE! LURE OF THE 
N KMPmESS DUNE) 1 1 MEG) ____ 

THE LOST TREASURES 0* WOCOM I 
IN OOClASSIC >»P0CDU 'Err »DVEN!uRE3i 

WM THEME PARK H MEG)- ■ .., 

IBM TOPGIAHlnUEOl' 

•«« UinUASiNOHl 

- M «9 UNIVERSE ( 1 MEG) .. 

I3M VALHALLA |l MEG) 

IBM WALKER 

MM WHEN TWO vYQFKIlS WAR ( I MEGl 



■ ■ 

I0M 
4» 
77 M 

IN 

IB4B 

7i ■> 



10 OUT OF ill EARLY ESSENTIALS 
AGES 17 CREATES AM OEAL 
FCKJNDATKJN FCBCNUKCN TO 
BLBLUGN II MB INSTALLAIUI IB M 

IOOUTO* 10 ENGLISH 
AGES IB COVERS MAJOR AREAS 
OF ME NATXtNAI CUHWJCUUJBI 

11 MB MSTAUABIE) IBM 

I0OUT Or 10 JUNIOR ESSENTIALS 

AGES S-i i BLALDiNG FGUNEMnONS 
TO MANY AREAS OF THE NATIONAL 
CURFBCULLftl HUB XSTALLABLE) .IBM 
ID OUT OF In ' MAINS NUMBERS 
AOMB,MJ NATIONAL CUHHII^AaIM 

UMBMStALLABLE) iBN 

•C" GCSE (NOLISHPACK (14-16 YEARS) 
I MB DOUBLE AGE GROUP PACK 

THE PERFECT OCSE REVISION TOOL MM 

ADI GCSE FRENCH PACK ( 14- 1« YEARS) 

l MP DOUBLE AGE GROUP PACK 
THE PERFECT OCSE REVISION TOOL KM 
*C» GCSE MATHS PACK (M>H YEARS) 

I MB DOUOLE AGE GROUP PACK 
'HE PERFECT GCSE REVISION <0OL 27 M 
■UN SCHOOL 1 174 YRS) . _ MM 

F\»SCHO0l»(S-rYRS( MM 

FUN SCHOOL 4 (71 YRS) mm 

FUN SCHOOL 4 (STYRS) IflM 

'UN SCHOOL 4 (7. YRSl IBM 

FUN SCHOOL SPECLALS 

ME HI IN 5 MaThS IT- 1 1 YRSl I7H 
5FmiNOFAIfl|7.11VRS| 17N 
MICRO ENGLISH BYRSTOOCSE 
CONFORMS 'O NATIONAL 

CURRICULUM (I MB) IBM 

MOW FRENCH BEOB4NER TO GCSE 

CONFORMS 'O'lCUMjuCULUV i ■ »•», ||M 

MICRO GERMAN BEGBMER 'O OCSE 

AND BUSINESS LEVEL CONFORMS 'O 
NATIONAL CURRlCuLUMII MB) IBM 
MICRO MATHS 1 1 YRS TO GCSE 
CONFORMS TOHClRRCUUM mUBi IBM 
MCROSUENCC B YRS 'O GCSE. 
CC«FORMS'ONOJRR«U11M it MB) IBM 
MICRO SPANISH BEGANNfR TQOCSE 
CONFORMS '0 NCURROJLUU U MB| IBM 
MEGA MATHS (A LEVEL COURSE |{l MB> IBM 

NODDY'S BJG ADVENTURE SEQUEL 
TO THE POPULAR NODDY S PI AT TIME 
MRIES |1 UB. INSTALLABLE) 

NODDY !. PLAYTIME SUPERB NOOOY 
THEMEO EDUCATIONAL ADVENTURE 
I MB. INSTALLABLE) 



OELUIE PAINT I AGA ENHANCED 
VtRSKJNFORAtrooANOAAOOO PAW 
•NO ANIMATE IN UP TO 7M MO COLOURS 
FROM IB I MILLION (7 MR EXTERNAL 
OtSK OFI HARD DRrVE HEOUIREOl MM 

VtBTA PRO (LITE) CREATE SPECTACULAR 

VIRTUAL WORLDS WITH THIS POWERFUL 
SCENERY CREATOR AND ANA4ATOR 
SPECIAL LITE VERSION TO RUN ON A m 
ORAUMi |7 UB ORYVE REOUIREDi 4MB 

BMLUAMCE VI BOA. LATEST VERSKJN 
OF IHIS P«EMIFR PHCM ESSO>IAl ART 
PACKAOE. 4BM 



AMIGA APPLICATIONS 



AMOS-CRAFT 

EXTENSION "J AMOS GIV4VG OVER tBU 

NEW COMMANDS AND INS'HIlCTONS 
rEOjWES AMOS OR AMOE PHOFESSKJNAL 
liUfl INSTALLABLE) MM 

AMOS - PROFESSIONAL MORE 
"OURFUL ANDPnCKESSONAL 
VERSION OF BEST M1M GAMES 

CREATOR MORE COMMANDS MORE 

FUHBJILITY ANC DETTEH USER 

INTERFACE (I MB 15TALLABLEI »m 

AMOS PROF ESSIONAL C0MPK.fR 

OOMPEEB AND SPEEDS UP PROGRAMS 
rtllll'ENINAMOS EASYAMOSOR 

AMOS PROFFE5SIONAI 

(1MB PBSTALLABLEl MM 
OELUIE PAINT 1 A VERY POWERFUL 
ART AND ANIMATON PACKAGE WITH 

EXTENSIVE FEATURES A BEST SELLER 

«NDAIC*AWARD«»4VEH MANY FONT 
• Nil PRINTING OPTONS AND GAWPH 
ANIMATON AMD ART BBOUDED 
II MB tVSTALLAflLEi ,.. lua 

DIRECTORY OPUS 4 COMPLETE 
DIRECTORY AND FKE OROANiSING 
i'STEM INVA, (MULE FOR HARD C>N\E 
USERS (I MB. BISTAi LADLE 1 • II N 

FPMl WTOTrK (RELEASE 7) 
E'CflLENT WORD PUBU5HWG 5.SIEM 
WITH OVER ICO TYPEFACES EASY TO 
USE 17 MR DRIVE REQUIRED) • .... MM 
HAHNA BARBARA ANIMATION 
WORKSHOP FOR CARTOONS ETC MM 

■•OME ACCOUNTS THE ORHjINAe 
WNHJOHOf THLS MONEY MANAGER 
iPfSTAlLABLEl «M 

KIND WORDS 1 FULLY FEATURED WORD 
PUBLISHER < I MB MSTALLABLEI JI M 

MH OFFICE KTEOIWTEOWORO 

PROCESSOR. SPREAOSHEIT DATABASE 
ANOaSKUTEItBiS |l UB NSTALLABlll MSB 
MONEY MATTERS MOHJ ACCOUNTS J, 
LATES' VERSKJN 0« THE EICELlENT 
MONEY PACKAGE 'ROM OO IT A 
t' MB INSTALLABLE) u n 



AuENBHtfL) irtMil »|1«H1 • 
ALIEN BREED St 1 OWAK . . 
ARCADE POCK 



BENEATH A STEEL SKY 
BRUTAL FOOTBALL 

BJBHA N SIX 

CANNON FODOE H 

CAPTIVE 7 LIBERATION .. 
CHAOS ENGINE 

D GENE RATION __ 

l"tPOSABlEHERO 

(IREAMWEI. . . 

Eun> „_. 

FIELDS OF Qionv • 

Guardian • 

IMBmBFUN _ 

IB TM OBLLa 

IMPOSSIBLE MISSION 

iJMES PCNDl OPERATION ST Mil ISM 

AlNGLE 5TRIKE ■ 

KJ4Biu'DP*7liNAGA| . 

■XXOM1 , „ 

LEMMNOS 

um diva. 

lO'USTPALOGY (LOTUS t a It 

MAN UTD PREMIER LEAGUE CHAMPS 

MASTEn AKE ■ 

MEOARACE. ... 

MCROCOBM _. 

MORPH 



IBM 
I'M 
MM 
I'M 

71 M 
19 49 
■7M 



I'M 
I7N 

UN 
TIM 
MM 
MM 
IBM 
IBM 
.11 M 
IBN 
77 M 
14 4B 
• BH 
71 M 

BN 
IBN 
IBM 



1 N 

OttY 



ncb faldo 1 golf , 

pnbau fantasies. 

prates ooud 

planet footbau. 

powirdrive' 

project x be a ft? challenge 
'.aore. team 

5FCONU bAMURAI 

SENSIBLE SOCCER INTL EOlTON 

SMON THE SORCERER 

t< f t <VALAER 
SUPER FROG 

TFX ... ■ -._,..,..,,„ 

'OP GEAR I • 

T"'VIAL eudsurr 

UFO . ENEMY UNKNOWN 

ULTIMATE BODY BLOWS 

iBooi blows* boot bujwsgalactci 

UNIVERSE 
VI'AIUGHT* 

WEMKIEY INTERNATIONAL SOCCER 
WORLD CUP OOLF • 
TOOL 7 



19M 
ISM 
73 W 
IBM 
ITM 
l*M 
IBM 

17 M 
ion 

17 IB 



77 94 



IB 4B 

II M 
IBM 
IBM 

IBM 

IB W 



•L4T1 AGE8 1. 



■■ in 

sun 



PC TASK OOODVAtljBSBAPlEPC 
IMIJLAITLFi AU-TIWHJIBMPC 

A1200 WORDWORTH np&l C applications to BE USED ON VOUN 
HIA-UU WUMUWUHIM DEALS AMIGA PLEASE NOTE THAT TUBS NOT 

WORD WORTH V7 AGA WORD PUBLISHER ™ '?g^°?"2l t W 

•'tWLOWPRICE II MB EXTERNAL ARPLJCA TONS RE CaHREG MS COS ) J 

OSK OR HARD DRIVE REQUIRE Dl MM 

WOROWORTH Vta ADA WORO "UBUSHEH 
THE LATEST AND GREATEST VERSION 
OF TOP OuAirtv WORD PUULISHEA 
PACKAGE -MD EXTERNAL D<SK 
CR HARD DRIVE REQUIRED I ,, SAM 



OR ABOVE 1 1 MB PfiTAILAOlU 



FREE PRINTER LEAD 

WITH ALL PRINTERS 

CITIZEN ABC \ — ~ 

PRINTER WITH 
COLOUR KIT 157.99 

24 PIN. bo column 
I37CPS*4LQ ilO/l 
DRAFT FON' COMPLETE 
WITH FREE EASYSIAfTT 
SOFTWARE 

1 YEAR WARfULMTV 

fnye rvj-rinoflrxcBW 
fcvj * nuvns njM o 



JSM 

PEN PAL EASY TO USE WORD 

PROCESSOR |i MB INSTALLABLE) MM 
PUBtAtHER {PAOE LAYOUT PACKAGE i 

iNO'J. I Mb E1TERNAL CKSK 
OH HARD DRIVE REOLKRED) UN 



FRBI WATCH OFF IB 
LIMITID PERIOD 



EPSON LO lOO PRINTER. 

24 PIN BO COLUMN. ?50 CP&7? LQ. 
8 FONTS (7 SCALE ABLE i QUIET SOOB 
I NOISE LEVEL. EASY IO USE CONTROL 
PANEL FREE PRiNTEn LEAD 
I VEAP WARRANTY. INM 

EPSON LO I SO PRINTER 

MM* BO COLUMN. 216 CPS-7S LO 
6 FONTS (6 SCAi E ABLE I QUIET «* SOP 
NOiSE LEVEL. EASY TO USE CONTROL 
PANEl. FREE PRINTER LEAD 

1 YEAR WARRANTY . Iw w 



CANON BJ.700 BUBBLE JET PRINTER 

60 COLUMN ,-46CPS fl TYPEFACES 3 



l>- NT . I. ■ , I 




'EAR WARRANT 1 716 B9 

CANON BJ10-SX 
BUBBLE JET 

pRiNren is 5.99 

61 1*327X1 K COLUMN. 
IIOIOCPS ?L03 DRAFT 
FONT I YEAR WARRANTY 

FREE PRINTER LEAD 



CITIZEN SWIFT 90C COLOUR PRINTER 

9 PIN 60 COLUMN 240CPSS4NLO 6NLO 

FONTS 7 YEAH WARRANTY 

FREE PRINTER LEAD 1H SB 

cnrjEN swWT looc colour printer 

U PlN. SO COLUMN. ?1oCPSv72NLO. 8L0/1 
DRAFT FONT AUTO SET FACILITY 2 YEAR 

WARRANTY FREE PRINTER LEAD IBS.M 



PANASONIC 
KXP2I35 COLOUR 
PRINTER 18599 

2* PIN BO CCtUMN. 
?O0 CPS.S4 LQ f FONTS 
(I 5CALEABIEI 
FREE PRINTER LEAD 

WITH FREE WOROWORTH WORO 
PROCESSOR WHILST STOCKS LAI 

ACCESSORIES 

CANON NICAO BATTERY PACK FOR 

Bj-ioEx on aiiasx pfbnter 




BOOKS 



DIGITAL VIDEO CD's 



Da^iTALVOEO CD * FOR COB OR CD. 
FITTED WITM FMV ADAPTOR 

BE "EFILY MLL5 COP IRATEO IS).. _ 1SSB 

BON ATM -BMP THE FAITH MM 

■RYAN A0«MS WAKING UP THE 
NEOllBOURB ... tan 

DAvTO BOWW - THE VIDEO 

COLLECTION (RATED !B}._ ||M 

FAIAl ATTRACTION (RATED Ml IBM 

GHOSI (RATED IB) ISM 

INDECENT PROPOSAL IRATEO 111 ISM 
KAT( BUSH THE WIOLE STORY *. • IB M 

PATRIOT GAMESiRATED IS) IBN 

PMK FLOYD • THE DELICATE BOUND 

OF THUNDER* IB M 

GUI FN • GREATES' FLIX I A fl ■ Ja n 

STAR IHEK VI (RATED PG) ISM 

' HI CREAM OF f IK CLAPTON • ISM 

■HE CRYING GAME RATED II) ■ te« 

'HE KRAV8 (RATED ISM 

liflA IURNER PAVI' THE BEST- KM 

TOP Gun (HATED PG) ......... . IBM 

WAYNE S WORLD (RATED lil I EH 

''"NESS I RATED IS) ...... ISM 



DO 



CITIZEN SWIFT 
240C COLOUR 
PRINTER..219.99 

1* PIN. BO COLUMN 

HOCPS'BOlO RAVI DRAFT 
FONT AUTO SET FACILITY 
ICO CONTROL PANEL 

? YEAR WARRANTY 
FREE PRINTER LEAD 



JBM 

CITIZEN PRINTER DRIVER KJI FOR ANBGA 
SUITS All WORKBENCH VERSXINS FROM 
13 TO 3 0 ENHANCES PRINT OUALfTV 
FROMCITLTENSWIFI PRINTERS 
GIVES OUT6TANDIN0 RESULTS . _ .. I? M 
CITIZEN TRACTOR FEEO KJT FOR CITIZEN ABC 
PRbVER EASY TO FiT KIT WH*Cm allows 
CiONilNUOUS PAPER TO OE USED 39 99 



FOR OUR COMPLETE RANGE 

OF PRINTERS. LEADS, 
RIBBONS AND ACCESSORIES 
PLEASE REFER TO OUR 
FREE CATALOGUE 



A TliAN CF'CtAL STRATEGY GUIDE 

AMIGA i TOO A.SIDER GUIDE )Au >0u NEED TO •MM ABOUT THE AM>V 
amiga HOOMSIOERGUIDENE IT STEPS - . 
AMIGA A 'D Z OF WORKBENCH J P4SIDER GUIDE 

AMIGA DOS REFERENCE GUIDE |4TH EOT ON) 

•MM GAMES HWTS TIPS CHEATS AND ADVEN-URESCAUTONS 
AWJS IN AC TiON |A GUIDE TOuSlNO AMOS WITH PRACIICfc ElAMI'il-ii 

Cl VIOLATION OAIIDE BCO- BY SID ME«HS mT^? 

WSn COMPUTER GAMES GUIDE 

IWNTS TIPS AND POKES FOR OVER BM COMPUTER GAME Si uj 

i^^.f^'l^ti',^ 2' "'r* NT ' s HINT PCOK WALKTHROUGH SOLUTION 
"■"AEwTTB AND FISTS PATHS) SPECIAL RESERVE CLIA VERSICN J.| 
MA$T EPJNO AMIGA AMOS 

,"9?2**5. GUW TO TIC AMOS PROGRAMMING lANOUAOEl 

MASTERING AMIGA I«ZCy*mEM 

MASTERING AMIGA C 
MASTERING AMIGA PRINTERS 
MASTER**) AMK3AOOS J TUTORIAL 
lOLFDE TO GETTING 'HE MOST FNOM AMIOAOOQ 3) 
SECRETS OF FRONTIER (EU'E 7) 
WRITING ROLE PLAYING GAMES TV AMOS 



17 H 

17 M 
t?H 
IBM 
BM 
MM 
I'M 



IBM 
IBM 
14 M 



met. 



AMIGA CD32 

CO BASED CONSOLE WITH A I TOO 

KBIT POWER 7IO COD COLOURS 
FnOM A PALLETTE OF t»T MUJJON 

7 MB RAM FAST M MHi MOM 
PROCESSOR PLAYS AUDIO COi VIA 
Of. i CPE E.N tn'J'LAY AND !>-.!., 
VIDEO CD I WITH OP TONAL 
FMV ADAPTOR 

AMIGA C03J SPECTACULAR VOYAGE PACK 

WITH MICROCOSM AND CHAOS ENGINE no 00 

PLUS THREE PACK AVAILABLE ONLY WHEN YOU BUY A C032 
CONTABMS ONE COMMODORE CONTROL PAD 
ELI'f 7 CD AND 'RTVIAl PUFTSUT CD JUST ADO 79 M 

COMMODORE FULL MOTION VWECWTO MODULE 

rOfl AMIGA CD33 GIVES CO-3? HIQh OUALITY FULL MOTION 
VIDEO CAPABILITY FOR MOVI6S MUSIC VIDEOS AND GAMES 
THAT FEATURE FULL MOTION VCEO GAME PLAY 
S'MPl y 510IS H'O HACK C* CD 39 



MEGADRIVE GAMES 



EA 1JOHTB SOCCER .4 PlAIE»i 
JUNGLE STRIKE . 

MORTAL KOMBAT 1 . .. 

PETE SAMPRAS TENNIS IJCARTl 

14 PLAYER OAME) 

PGA EUROPEAN TOUR 

ROAD rash; 

REEIS OF BAQE 1 

urban nan 

VIRTUA BAONO _ ^ ._ ... Ml 

GAME GEAR GAMES 

MICRO MACHMf S III 

COLUMNS go 

JAM TBS 

SCNC7 ..... 
ALAOCKN 

SONIC THE HEDGEHOG 
G'AH WARS 
'•FA SOCCER 



MM 



17 « 
74 ■ 



■ 



/4 4)1 



NEW ITEM 



GAMEBOY GAMES 

SUPER MAXO LAND 2 
«LDA i BVKS AWAKEN) '«! 
DONKEY KONG «(S0>- _ 
TEHIIS7i5Gi , . . 
PINBAL, DREAMS 

SUPER MAHO LAND 2 I49B 

MONSTER MAI ...... »M 

CASTlEVAMA? ttN 
WORLD CUP USA 4* . . 7SM 

SUPER NES GAMES 

FIFA IQCCCR ,| MM 

*«*C"Y - ... 1MB 

PGA TOUR OOLF MM 

SUPER METRCHD 4t an 

STUN' RACER FX- 41 M 

8TARW1NG IBM 
MEGA MANX nB S 
MORTAL KOMBAT B« BUB 

ROCK AND ROLL RACPlO MM 
DESERT FOHTEn 40 H 

WB ONLY BELL uk VBRBION4 




I HUM 



a 



CONTROL PAD 

1MB 

DYNAABC8 
CONTROL PAD 

FOR CO 17 

I OUCKSHDT SOUNDMATE I 
IB'ERIO SPEAKERS. PAIR) 

I FOR MJB3A. CO 17 OR PERSONAL 

STEREO VOLUME AND BALANCE 
CCPITRCt. RASS AND TREBIE 
BOOST 4WJWUUSC 
MM 



■QNMMmXT i stereo 

SPEAKERS PAIP. FOR 
AMKJA CUM on 
PERSONAL 



BONY -r- e, J. I i :■. 




1BLE SPEAK p R5 



VOLUME CON'NCX 
Ul*"ENS OEAL 

_ DISCMAN CDS OH AMIGA 

HVFI AUOO LEAD ■ AMKJACD3SST TO SHREO 
MEDIA UFE CD FILE DRAWI'I BE CAFACft . 
UUHtttmrAT MAINS ADAPTOR FOR SCRUNKAT EPEAKfRS 



UMM CaAUF 1 1 >< 
OR USE (NTH WAIKMAN 
MM 

IN 

1*00 




SETTLERS 

16.99 



SPACE LEGENDS 

11.99 



SPEEDBALL COLL 

9.99 



F.I GRAND PRIX 
15.99 



UFO - A1200 

23.99 



WORLD CUP YEAR 

20.99 




ALL AMIGA A1200 s INCLUDE 

UOU5E BUILT IN TV UCCHA'OR 

zueatuf 'pvcAatE to iumbfasi uts-usaon 

PROCES&ORXEtV AGA fiHAPHiCS CMtP SET 
JM 000 SCHEIE COLOURS IPCU l» 7 Ml LLC 
4 CHANNEL 5TEWEO WUNOBUIIT 01 FLOPPY DISH MW 
eutl T in INTERNAL HARD DRIVE MTEW ACE ODE) 
AND 1 YEAR M-HOUE SERVICE WARRANTY 

AMIGA A 1200 2/0 
DESKTOP DYNAMITE 
WITH WOHOWORTM 20 AGA 
DESKTOP PUBLISHER PERSONAL 
PAINT IV AGA. PRINT MANAGER 
OSCAR AND DENNIS ISO 00 

tMIGA A 1 200 yn 
:OMBAT INNOVATIONS 
WTH WORDlYORIrl 2 0 AGA DESKTOP 
MjBliSHEN PERSONAL PAINT IV AGA 

>«NT MANAGER DAY BY DAY. 

OTAl CARNAGE . BRIAN THE LION 
iHOrOOLi 3(1) i:u 

AMIGA AIMO COMBAT INNOVATIONS PACK 
Aft ABOVE WITH INTERNAL U* HARO DRIVE 

'MOD 2.60 COMBAT - S3 MB DRIVE 510 00 

I1JOQZ12Q COMBAT . 1 20 MB DRIVE 550 
ltm»170CONBAT> 1 TO UB DRIVE SSO00 

FOR HARDDOrvt PACKS "LEASE PHONE TO 

CHECK LATEST PRCf AND AVAILABILITY 

iMIGA AI2O0 2/0 LEMMINGS ? PACK 
rtTM LEMMINGS 2 AND DELUXE PAINT 3 110 00 

A600 s WHILE STOCKS LAST 



AMIGA A800 I'D WILD. WEIRD 
AND WICKED. PACK 

WITH DELUXE PAINT 3 
Fi GRAND PRIX 

PUSH OVER AND PUTTY 110.00 



•SPECIAL DEALS- 

ADD ANY AND AS MANY PLUS PACKS 
ONLY WHEN YOU BUY AN AMIGA 

PLUS FOUR PACK 

ELITE 2 BATMAN RETURNS 
lEUMiMJS 2 a CiVHJSATlON AGA 
JUST ADD 19.99 

PLUS CHAOS 
PACK A1200 

CHAOS ENGINE. NICK FALOO OO.F 
PINBAU FANTASY k SYNDICATE 
JUST ADO 15.99 

PLUS CHAOS 
PACK A600 

CHAOS ENGINE NICK FAIDO GOLF 
PWBALL FANTASY A SVNOlCATE 
JUST ADO 10.99 

PLUS COMPETITION! 
PRO JOYSTICKS 

CONSISTS OF 3 COMPETITION I 

pro javsT>c*s| 

JUST ADD 17.99 







nw i rPBOC JOYPA0 FOR 
AIAGX5T TURBO FlRE AND 
AUIQflRE 



WPETTTION 



!)V STICK 
FOR AMIGA'S T 
CLEAR BASE. 
MICROS Yi' T CHE D 
WITH A UT OF IRE 
11.99 

OUCKShOT 137F 
PYTHON JOYSTICK FOH AMGA 5T 
AUTOfIRE 
1M 

CHEETAH BUG 
JOYSTICK FOH 
AMKiAST 

WITH AUTOFIRE 
1399 

SCORPION PLUS JOYSTICK FOR 
AMIGA ST ARCADE STYLE WITH 
TURBO FIFC 

_ 
£4 



OUlCHSHOT IJ9F 
MAVERICK I JOYSTICK 
FOR AMICiAST 
AUTOFiRE 
11.99 

FREEWHEE1 







r-.F. : . ,vi-Et L DIGITAL, 

SUITS MOST 
DRIVING 
GAMES 
21.99 

5ArTE«| 

ME GAG Rip 2 
JOYSTICK | 
FOH AMIGA. "ST 
AUTOFiRE I 

iMi] 

■UPRPRG BP 
STCK 

XJVSTlCK FOR AMIGAST 
MiCRQSWITCHEO WTH 
AUTOFIRE 
11 00 



BOLL 'STICK HAND HELD 
MICRO-SWITCHED 
AUTOFIRE 

iSJM 




PLUS SWIFT JOYPAOS 

CONSISTS OF 3 SWIFT 

'P»0 JOYPADS 

14.99 




OUICKJ3V 

UICRO-SWTTCHED AUTOFIRE 
11 90 





tN 



KONIX SPEED". If *G ANALOGUE 
JOYSTICK FOR AMGA ENABLES 
PROPORTIONAL CONTROL ON 

SUITABLE SOFTWARE 
AUTOFIRE 

KM 



OUICKJOY FOOT PEOAl 
'OR AMiGA Oft ST ' 



OVERDRIVE V.3 HIGH SPEED HARD 
DRIVES FOR AMIGA A1200 

THE FASTEST DhTVE EVER REVIEWED BY CU" 
3.5' QUALITY IDE HARD DRIVE 
AVERAGE ACCESS TIME i?MS 
STYLEO TO MATCH AMIGA 
EASY INSTALLATION • PLUGS INTO PCMCIA SLOT 
AO TOOLS AND 1 YEAR WARRANTY 

CTDRTtfE V 3 1 70 MS EXTERNAL HARD DRIVE FOP AMIGA At 200 1H 09 

"EHORtVEVS 420 MB EXTERNAL HARO DRIVE FOR AMIGA A 1 200 21904 

INTERNAL HARD DRIVES FOR AMIGA A1200 & A600 

HARD DRIVES HKiH SPEED 2 5" ORiVE. IS MS ACCESS TIME lAPPROJO 
1 YEAR WARRANTY HIT COMPLETE AND EASY TO FIT DRIVES FULLY PREPARED 

NOTE THAT OPENING YOUR AMGA MAY INVALOATE THE WARRANTY 
I M8 INTERNAL HARD DRIVE 32K CACHE (CONNER) FOR AMIGA A 1200 12J 99 

l M8 INTERNAL HARD DRIVE J3K CACHE (CONNER) FOR AMIGA A6O0 1 JT.99 

i MB INTERNAL HARO OPJVE M« CACHE (IBM) FOR AMIGA A 1200 149 .99 
) MB INTERNAL HARO DPJVE 64K CACHE (IBM) FOR AMIGA AB00 1*9.99 

1MB INTERNAL HARD DRIVE MK CACHE (AREAL) FOR AMIGA AA00 19999 

) MB NTERNAl HARD DRIVE 64* CACHE IAREAU FOR AMIGA A12O0 19999 



OVERDRIVE CD ROM 
FOR A 1200 

EXTERNAL CO ROM DRIVE COMPLETE WITH 
INTERFACE iPLUGS INTO PCMCIA PORT). 
RUNS MOST EWSlTING CD 32 SOFTWARE 
PHOTO-CO CD AUDIO AND CD-G DISCS 
:.r.u H ie sheep lAuLtl MSKH DRtVI JNfl 
WITH MOTORlSED TRAY LOADING 
EXTERNAL TOWER SUPPLY ALSO INCLUDED 

"M".,A . : A.; .1. ■ ■ JNBB MDbBD 

i rtAH WARRANT* 



MEMORY 

5 tl* AMOA RAM NO ClOC« «CF> Aim OR ASOC- II 9S 

StW AMGA RAM - ClOO FO" A100 C*» A50D. II. M 

» M* AW) PLUS n*M UPGRADE - ClOC" 5999 

' MH AKi; flAU UPGRADE . CLOCK M M 

» MB RAV BOAIIU FO» AIM0 «"H CLOCK 

FITS WTO T1APDOOR SLOT ITS 9* 

'MR. FPU RAM BOARD FOB AMIGA AiXO 

WltH CLOCK AND AOOHICNAL FAST «Mh» FIOATINO 

PONT "J* 1 MAIMS AND aRAfMCS ACCELERATtOli 

RTSeflQ TRAPDOOR SLOT 2K » 

LEADS 

ANTl-SunGE4WAY 

MULUBLUG E <TENS"3N 
PROTECTS AGAINST 
ELECTRICAL SURGES 

KM 

ANT I-5UROE "LUG . tf.99 

•* H AUOC LEAD AAOOACDli 5' TO STEREO 

( I S METRES J * PHONO "LUGS TO J I PHONO PlUGSi 
CAN Alio 66 USED TO CONMCT STtPEO VIDEO 

to hi-fi. and hi fi separates together 
jo'stc* sputter cable for amiga or bt 
connects i j0y6tcw to i port 
r08ushift in i erf ace for amga or st 
plugs mouse and joystick into one port 
port extension aoaptor for aa*oa or st 
(pack of two) extends by h cm 
analogue joystick adaptor for auga 
allows an- 15 pc jo'stck "o be used 
with games that feature analooue control . 

null modem cable iconnects 2 computers 

for head tq head pla.inct on certan games such 

AS POPULOUS FALCON "NlflHTfl OF THE SKY. 

FORM ula ' GRAND PRO AND VRCOM! ■ n 

PR9TER LEAD IPAAALLEU 1 S METRES .. .799 

9CART LEAO • AMGA COB TO TV WTH ICART INPUT 
REQUIRES TV WITH MANUAL SCABT CMANWL 9N 

SCARTLEAO ■ AMIGA TO OOlDS'AR TV .t.N 

5CART LEAD AMIGA TO PHXJPS TV 

SCART LEAD - AMIGA IQ SAMSUNG 
SCART LEAD AMIGA TO SONY TV 
SCART LEAD AMIGA TO TOSHiBAHTTACHI TV 
SCART LEAD • AMIGA TO TV WITH SCART INPUT 

TV LEAO ■ AMIGA CD-B TO SVHS TV OR VIDEO 

MONnOP LEAO ■ CO» TO CMMM 10945 
MOTOR LEAD - AMIGA TO GM99H 1094) 

ZYDEC AMIGA POWER SUPPLY iSPICML 
COOl HUNNING IRANSFORMtRI 

COMPUTER CAPE 

ClEaIUNO KIT FOR COMPUTERS (WITH VACUCM. 
DUST COVER FOB to COLUMN PRINTER iCLEARi 
DUST COVER FOR AlfOO iClEAR PVCI 
DUST COVER FOR AOOO 'CLEAR PVC1 
OUST COVEH FOR ASOIOP- »'« 6T<CLEAR PVO 
DUST COVER FOR MONITOR {CLEAR PVC) 
LC^y-Ojil «'LD' "IACE T3 &TC«E i(h^W0.i?li 

CONTROL CENTRES 

Pfif MiEII UNI- CENTRE FOR AMIGA 
STRONG UNIVERSAL S'AND FOR COMPUTER. 
MONITOR STAND AND SHELF FOR EXTERNAL 
PEPH-HERALS ICOMES FLAT PACKEO 

PREMIER UNI CENTRE PLUS FOR AMIGA 

E>'RA LENGTH VERSION FOR OVERDRIVE 

ATA3 0'H£R PERIPHERALS It H 

DIGmSERS. SAMPLERS 4 SCANNERS 

TECH-iOSd.-tC '.<R0Ci SOJ'ID SAMPER 
EAl IiME 5PEOAI EFFECTS WORKS WITH ANY 

AMIGA I MB RAM REQUIRES 29*9 
)DEOMASTERFORASOOORAS00< COMBINED 
VIDEO DltUTlSER AND AUDO SAMPLER il MBi (9 99 

ZYDEC HAND' SCANNER FOR ANY AMIGA 
100 41-} DPI lOH QUALITY RESCLUTCM. 

•4 S9AJLATED GREY SCALES INCLUDES 

CA**ASCA"I ""d'ESSICiAL SOFTWARE ■ WM 

•"fir 



I'M 



- -' 

590 
I49J 




189.99 



THE WORLD S FIRST PCMCIA SLOT 
CD ROM DRIVE FOR THE AMIGA A1200. 



AlFAMfGAMOUSc401l 

400 DPI. HI Oh 
QUALITY MOUSE 
1349 




EKUPSE MOUSE. 
MlCROSWlTCMED 
^« DPI FOR AMIGA 

1099 



LOGIC 3 
•EE 0 MOUSE XKOPl 
: Ml CROSW1T C HE 0 
BUTTONS 
IJ99 



MOUSE MAT WITH 
SPONGE BACKING 
A 99 



Jirag SPECIAL RESERVE 
■ BRITISH MAOE 

rv^llfr^ ERROR FREE DISKS 
:K OF 10 SPECIAL RESERVE 



E PLASTIC FLIP TOP DtSK BOX . 

PACK OF SO SPECIAL RESERVE 

3 i' DSDD DISKS WITH LABELS 




DISK BOXES 

UlSK BOK3S~(I?0) 
LOCKABLE. DIVIDERS 9 

MEDIA LIFE FILE DRAWER 

STACKABLE DESIQN. EASY TO ASSEMBLE 

JO0 CAPACITY 
15' DISKS 1I.M 

30 CAPACITY CO • 15.99 




SCART TV's AND MONITORS 

SONY KVMI400 14 FST COLOUR 

SCART TV MONITOR WITH REMOTE CONTROL 
K> OiANfiEL 'UlIING REAM SCART (WjT 
HCAOrHOT-F SOCKET TWO POSHlON ' LT BLACK 

TRINITRON SCREEN IOC AERiAl F1EE 5CART LEAD 

SONVKVMUOOlOREY) 194 99 

SOI- *VM 1*00 (WHITE) 194.99 

SONY<VM140iBLfASTEXT 3*4 9% 

SHARP 14" COLOUR 

SCART TV.MONITOR WITH REMOTE CONTROL 
•0 CHANNEL TUNING. REAR SCAR- INPUT ON 
SCREEN DISPLAY ONOFT TIMER FREE SCART LEAD 



IFREE SCART LEAD) 



l _. | - K - A 




1T499 

FREE SCART LEAD 

tiTATI AMUA COB II I4UOM 'WfCRVAli 

MICROVITEC 1438 
MULTI-SYNC MONITOR 

fORAMGA AinuAiOOOORPC COMPUTE 

W-th STEREO SPEAKERS OMCOTmCn 
RbbULUllON 15 P9J ROB DIN PLUG 

AMGA ADAPTOR PluO INCLUDED 
5LMS ALL AMIGA AGA AND ALL PC 

SCREEN MODES TO SVGA 

1 YEAR WARRANTY 104 99 

OISK DRIVES 

EXTERNAL 3S - DISK DRIVE FOR ANY AMIGA 
MIM B0NYOTIZEN DRIVE MECHANISM VK* 

FORMATTED OUCT.MGH QUALITY SUM IMF 
UtSlGN COLOUR MAICHED METAL CASE 

1 ''' ■ '•' ' " »» 




SPECIAL RESERVE 
HEAVY discounts S 

HUGE range 
FREE - 16 page colour catalogue - just phone 

0279 600204 




HUGE range of riardwaro aoftwa'9. 
books, ptxIpherAlB and lead* lor 
PC. CO Rom. Amiga. C032. Sega. 
Nintendo. AUri, Apple, Sony. Pnllip» 
and 3DO. All official UK p'oducia. all 
at HEAVILY discounted prices 



OrcMf by poll, of by pborw of come to one of the Special Reserve 

CLUB SHOPS 0PH lOorn Is Iran 5EVIN DATS A WEEK 

CHELMSFORD ■ 43 Broomtield Rd •fourirJ Ihe comti Iram fie cms sOtlon 
SAWB RIDGE WORTH - The Mattings 200 yards from iha wain station 

Over 200,000 people have joined Special Reserve 



SNES WITH MARIO ALL STARS ...82.00 



ATARI JAGUAR CTBERMORPH . . . 213.99 



GAME GEAR WITH S GAMES FROM 89.99 



PANASONIC 3D0 TOTAL ECLIPSE ... 385.99 



GAMES FROM 179.99 



MEGADRI VE WITH 6 GAMES . . . 88.00 



["we" ONLY SUPPLV MEMBERS BLTTYOU CAN ORDER AS YOU join"! 
I Members 'ece.vo oof 48-page Colour Club Magazine bi-monthly | 
I Each 4Bue revmws a selection from out extensive range ana include* I 
j Bl least C30 *of n a' coupons 'or additional savings on lop products I 
Memoeis am under no obligation to buy anything 

| MEMBERSHIP FEES UK ~K WORLD ' 

\mammnm 4.00 6.00 ?.oo 

ONE YEAH 7.00 9.00 1100 

ou ilu pita muiBis iii rum at n man mun uutM •mnaaofii coipom 

Cre dit Cord Safcet 0279 600204 Worn to 8pm Do lly 

AN prices include VAT and 2-3 working day carnage to UK maWand 
Sc*t*are and penpnerats are sent Oy post. Nardnare by While Arrow 
Allow one v Iwo days for processing and oesrjslcn of sled items 
All <iems ant inoYvduaUy despaiched and may not amve togelher 
An order ccnf-masorvflespaicn advice<VAT receipt wd foHow 

Haidwara flams (battery or marai are only supplied to me UK mariano 
Overseas ordem must be paid by credit card (no neroware sold Overseas) | 
Overseas surcriarrja CZ0O per sonwaie flam or 21*. on otner items I 

"JOIN J 

— 8j 

II 
i 

i 
i 

i 
i 
i 
■ 
i 



1 1 BLOCK CAPITALS (Mw) 
I Name & AddnBoa 
I 
I 

I ■ 

I 
I 
i 
i 



PrjatOQcia 



Mnchlne. 



PnoneNo 

Enter member sfnp numbei (if appacable) or 

NEW MEMBERSHIP FEE [ANNUAL UK 7.00) 



IUB0L 



i item 



ltflm 



iiem 



Please use tna Lxm lo add any optional las! dcavery charge 
1st Clad Poit 40p c«»flssvn a-_I10 By*n*oni na/owctri 

ALL PRICES INCLUDE UK POSTAGE * VAT 



Oeque'P O /Accayss/Masie t car aSivilch. 1 Visa 



CtEDlT CARD 
EXPlHYOATE 



SlGNATuRtJ 



SWIICM 
l ISSUE NO. 



I Cheque* payable lo: SPECIAL RESERVE at 

P.O. BOX 847, HARLOW, CM21 9PH 

ot FAX a credit card order on 0279 726842 



ii.-rw> 
t *oe 



*t HAVE WHAT IT TAKES ff\|V Dsf PHCES IMCLUOE 

TO BUILD A GBEAT PC W0U I ■ V VAT AND CARHAIGI 

486DX2 66 4/0 TOWER BASE UNIT ...679.99 
* MICROSOFT DOS 6.2 AND WINDOWS 3.11 ...89.99 

SVGA COLOUR MONITORS FROM 189.99 

KEYBOARDS - 102 KEY FROM 22.99 

CD ROM DRIVES FROM 109.99 

INTERNAL IDE HARD DRIVES FROM ...159.99 

4 MB RAM EXPANSION FOR PC 129.99, 

MOUSE FOR PC 290-2900 DPI lO 99 I 

SOUND CARDS FROM JUST 39.99 i 




I 



don't know how to break 
this to you, readers. I sup- 
pose the best thing to do 
is be strong and come out 
with it. Okay. Deep breath. 
Here goes. I'm leaving. In 
fact, by the time you read this 
I'll be long gone, and living a 
life of relative normality. For 
your information, I'm off to 
work in a smelly fish and chip shop just outside Bog- 
nor. It's hilariously titled 'Byron's Plaice' and has spe- 
cial discounts for OAPs and students. I've decided 
that the life of a simple chippy is preferable to slog- 
ging my guts out on Britain's least popular Amiga 
games magazine. And ultimately more rewarding. 
Unfortunately, as from next issue, Andy will be 'Act- 
ing Editor'. This means he gets do amusing 
impressions of me, which will no doubt involve pin- 
ning his hair back a lot. Still, enjoy The One without 
me. If that's possible, of course. 
Goodbye for ever, 

Simon Byron, (ex)Editor. 




4 CONTENTS 

The only two pages in the magazine which list this 
month's features and where to find them. 

6 BOOT SECTOR 

You should know what this is by now, you goon. 

8 NEWS 

The latest global developments conveyed in para- 
graph-long segments, punctuated regu- 
larly and uproariously with the 
word 'pants'. X**J 



12 WIN! 
GAMES AND 
VIDEOS! 

If only Virgin Interactive 
Entertainment was giv- 
ing away some movies as 
well. Movies, Games and Videos, 
you see. Oh, I give up. 

14 LETTERS 

Yet more ranting, raving and patron- 
ising from you, by you. 

26 WORK IN 
PROGRESS 

The Amiga dying? Pah! Just take a 
look at the vast number of games 
currently being developed and you'll 
discover that it's merely quite ill. 





19... DIAMOND GEEZER 

Games meister and semi-professional Scottish Per- 
son, Dominik Diamond popped into our local to 
shoot the breeze with Simon and Andy. Incautious- 
ly he revealed exactly what happened to 'that red 
jacket' in this full and frank interview. 




4 




41 REVIEWS 

Loads of games have been put through our rigorous 
testing method this month. First, they were extract- 
ed from their packaging, and placed on the desk. 
Then, Simon, Andy, Matt and Harry thought of a 
number each between one and 25. The total of 
these became the overall percentage. It really was 
that simple. 

63 UPDATES 

Three full and throbbing pages containing 
everything someone who wanted to check out 
enhanced versions of games could possibly desire. 



IS 



ALADDIN 40 

Virgin Interactive revitalises the flagging plat- 
form genre with this stunning Disney licence. 
* Read all about it in our totally and utterly 

EXCLUSIVE review. 







GAMES FEATURED IN THIS ISSUE 



CANNON FODDER....26 

Ifs Sensit And this time it's war! Again! Pack up your troubles in your old kit 
bag, smile, and allow your eyes to gently caress our (not exactly) EXCLUSIVE 
Work in Progress. It's the most in-depth and up-to-date Cannon Fodder 2 

preview you'll ever read! 




66 REPLAYS 

No, we're not going to review Rorke's 
Drift again. Even if Matt insists. 

68 KILL ZONE 

An unbelievable amount of pointed things 
to prod you with this month, including a 
huge and lovesome Theme Park players' 
guide, the complete Lttil Divil solution, some nice 
Kid Chaos cheats and more help with Benefactor. 
Plus, many, many more. Tips. 



88 PD ZONE 

It's a Zone! And it's got PD in it! It's the 
same as ever — and yet completely 
different. 

90 WIN! EVERY 
MANGA 
VIDEO EVER 
RELEASED EVER! 

I think that just about says it all, 
really. Apart from, possibly, Wow! 

94 RECOMMENDED 

This is the bit at the back where 40 of this 
year's best games line up nervously against a 
big wall and cough in turn while we cup their 
private bits. 

98 NEXT MONTH 

Next month's issue will, intriguingly, be dated 
December. So no doubt there'll be loads of 
Christmassy references in it, even though you, 
our beloved readers, will be able to buy it in 
November. Clever eh? 
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40 i 








| ALIEN BREED: TOWER ASSAULT 


WIP 


■3 


1 RIIRRI F CUM 


■ 1 

RFV/IFW 




1 OUDDLL UUIV 


nc vie vv 




1 CANNON FODDER C032 








CANNON FODDER 2 


WIP 


26 




CHARLIE J COOL 


REVIEW 


56 




FIFA SOCCER 


REVIEW 


58 




1 rUU 1 BALL uLUHT 


HtVltW 




Guardian 


REVIEW 










IMPOSSIBLE MISSION 2025 CD32 


REVIEW 


— 


| KING OF THIEVES 


WIP 




nEfiAnvT^uRASinirn? 


RFVIFW 






MUTANT LEAGUE HOCKEY 


WIP 


34 


■ . 1 


powerdrive 


WIP 
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| PREMIER MANAGER 3 


WIP 


32 


^obinsonTrequiem 


REVIEW 






[RUGBY LEAGUE COACH 




48 










SIMON THE SORCERER C 




ZONKED! 



At last it's here! The footy 
game with a difference! Ah, 
but is it any good at all? 
Andy Nuttall comes over all 
frothy at the prospect. 
K 



Disks 





> ALADDIN 




BOOT SECTOR 




ALADDIN 



LOADING 
YOUR DISKS 

1. Unsheathe the mighty sword 
that is your chosen cover disk. 

2. Slice, once, twice, three times 
a lady, and indeed, yea verily, 
inserteth it in thon drive. 

3. Forsooth, the selected demo 
shall load forthwith, squirting its 
many prong'd 
fleshy tubes 
heavenly Go 
Amiga. 

4. Rub thy tickling 
prongs and huway! 



Virgin (A1200 only) 



<4 



Sop with camel???? 



FIRE Use 
sword/ 
throw 
apple. 



UP 

Jump/Climb 
rope. 



LEFT 

Run 

left. 




RIGHT 

Run 

right. 



DOWN Duck/descend 
rope/with fire for low jab. 

OTHER KEYS: Space — Toggh 
between apples and sword. 



Time once again, methinks, to 
roll out the age-old Boot Sec- 
tor classic sentence: "This is 
the best demo we've ever had!" Ah, 
that feels good... 

Yep, having consistently brought 
you just about the best damn demos 
of all the Amiga mags in the last 
twelve months, we step that little bit 
nearer perfection with this little 
number, one of the most accurate 
conversions ever — Aladdin. 

Just in case you didn't see this 
superb Disney animated film, 
Aladdin was quite simply brilliant, 
combining good old uncle Walt's 
finest tricks with some modern com- 
puter jiggery-pokery to produce one 
of the finest features to date. Well, 
thanks to those clever chaps and 
chapesses at Virgin and Disney Soft- 
ware, you too can now run, jump 
and generally 'Aladdin-'it-up' a bit. 




If page forty two's 
enormous review 
isn't enough to con- 
vince you that this is 
a brilliant conversion 
(I've never seen 
young Byron so 
excited) then a quick 
muck around with 
this full level demo 
should sort you out, 
you unbeliever! 

The basic idea 
behind this demo is 
simple enough; 
just make your way 
through the level, avoid- 
ing bad guys and harm- 
ful objects 'it' obstacles 
while collectin' gems 
shiny red apples, and vari- 
ous helpful icons found 
along the way (more on 
those in just a mo'). 

As Aladdin, you're able 
to run, jump and duck, as 
well as swing in an attractive 
fashion along any washinc 
lines found along th« 
rooftops of the 'happy' Agrabah ~™ 
Market. You'll also find that a tap- 
pity-tap on the fire button gets your 
sword a'choppin' or, at the touch of 
the space bar, lobs apples at anyone 
nearby. To cut a long story short, it's 
all just good old-fashioned platform 
fun, filled with crumbling pillars, 
ropes to climb etc. 
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Along with the many rosy apples 
which must be collected to replenish 
your supply, you'll find a number of 
sparkly gems which can be collected 
and used to barter with the hatchet- 
faced shop-keeper found at the end 
of the level. Though not particular- 
ly useful in this single level demo, 
you can buy either extra lives or a 
wish by standing in front of your 
choice and pressing up — if you've 
got enough gems, of course! 

You'll see your inventory in the 
top right corner, showing the num- 
ber of gems, apples and lives cur- 
rently held, and you can also see 
whether you have the sword or 
apples selected as your weapon 
(toggled with the space bar, did I 
mention?). Your score and health are 
also shown in the top left, with the 
sands of energy gradually running 
out as you have more collisions with 
nasty fellas. 

Other icons to be collected 
throughout the level include restart 
points shown as vases, 'smart 
bomb' magic lamps, blue 
extra health hearts and 
I genie bonuses which give 
access to a small sub game 
it the end of the level. Here 
you must stop the ran- 
domly-switching icons 
to collect either gems, 
■flfa lives or apples, but 
M should you pick 

^|^L_ ,h " evil Jafar 
^^^^B cj.imu over. 
Man. (Sigh). 
Other than the above, there's not 
much to say. It's all just brilliant plat- 
form fun, though 'as a friend', I 
would advise you to take your time 
and enjoy the excellent animations 
(this isn't Charlie J Cool you know!). 
Have fun! 



BOOT SECTOR 



Matt Broughton may have spent most of this issue on the sun-kissed 
beaches of Tenerife, that doesn't mean he gets out of writing about 
this month's coverdisks. Lucky sod. "Pass the Aftersun would you." 




IRGIN (A1200 only) 





ALTITUDE - 
altitude 



■ I 



HEADING — Er. 
heading. 



SPEED — Oh this is 
just getting silly* 



EMBRYO 

Black legend 



WEAPON — Currently 
selected weapon. 



AMMO The numbers 
show how many 
bullets, missiles etc. 
you have on either side 
of the craft. 



MESSAGE SOX - lets 
you know about dam- 
age, targets destroyed 
etc. 



DAMAGE DISPLAY — 
Green shows slight 
damage, while red 
means dead. 



RADAR — Enemy units 
are green tind red, bul- 
lets are while, and 
you're slap bang in the 
middle of it all. 




To say that Embryo is 1. fast, 
and 2. furious, is a bit of an 
understatement, so load up 
this little darlin' right now and let's 
get cracking I 

Have a quick gander through the 
options screen and set things up as 
you'd like them. I won't patronise 
you by going through them all. but 
needless to say that if you feel the 
need to speed things up or slow 
them down, you want to be looking 
at the detail levels etc. 

Each mission has a briefing screen 
giving details of the specific targets 
on that particular map, but of course, 
how direct you are is up to you (if 
you fancy taking your time and get- 
ting into tons of fights, that's your 
prerogative!) 

The radar is about the most impor- 
tant thing you've got, (apart from 
weapons, obviously) so keep 'em 
peeled for any hostile tanks, guns, 
aircraft etc. Other than that, it's all 
in the wrist! 



UP 

Nose down/with RMS to 
accelerate. 



LMB 

Click to fire the 
selected weapon. 



LEFT 

Turn left. 




RMB 

Click to cycle 



Click to cycle 
# weapon/hold with 
f up and down for 
speed 



RIGHT 

Turn right. 



DOWN 

Nose up/with RMB to 
decelerate. 



The Small Print Bit. 

1 Whilst we here at The One make every effort to check the coverdisks for all 
known viruses, we can accept no responsibility for damage caused by viruses 
which may have escaped our attention. 

2. The One and its retailers are not liable for any unnotified changes to the con- 
tents of the coverdisks which may occur. 
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NEWS 




COAAAAODORE HITS NO NEWS 




The One can exclusively reveal that Commodore is still, sensational- 
ly, suffering a 'severe lack of news'. A company spokesperson said. 
"We've got no news" and hung-up on our reporter, emphasising just 
exactly how little news there truly was. When our intrepid newshound called 
back half-an-hour later and asked if anything had happened since the pre- 
vious conversation, the answer was. incredibly, "no, nothing at all." 

We then engaged the services of a psychiatrist, who coaxed Commodore 
from the fence for a 'chat'. Unfortunately, the famously suspended com- 
puter giant would only say: "...the management have told staff that, 
though they'd prefer things to progress a bit faster, they're satisfied with 
the situation." Although this pathetic statement hardly warrants reporting, 
it became apparent, as time's winged chariot drew on, that The One had 
caught a nasty virus from Commodore, and was also suffering a 'severe 
lack of news'. 



DAZE MAKES AN 

IMPRESSION 

Impressions Software, the company 'Committed to Excellence in 
Strategy Entertainment', has decided to make itself a bit "more vis- 
ible" in the marketing department by handing all of its forthcoming 
titles over to seasoned pros, the aptly named Daze Marketing. Having 
successfully represented such developers as Silmarils over the last few 
years. Daze will be handling the new Impressions titles; Breach 3, High 
Seas Trader, Lords Of The Realm, and Front Lines. 

Front Lines is due for release on the PC this month, with the Amiga 
version following on in early 1995 at £34.99. This tactical, turn- 
based hex wargame boasts such features as eightee< 
of near-future military hardware, along wi 
full scenario builder and unit editor — m 
to mention full animated move 
f ment and combat. Just to end with 

K-'J ^BTt 0ne °* Impressions' glorious 
quotes, "Front Lines looks set to 
be the finest war game yet". 
Oh really. No, go on. 



AAANGA AAANIA 

RELAUNCHES 



The only British title to fea- 
ture top Japanese Manga 
comic strips. Manga Mania, 
has undergone a major revamp 
with its November issue (No 1 6. 
on sale now). It will now 
carry full-colour sections 
on higher quality 
paper, and will be per- 
fect bound as 
opposed to saddle 
stitched (fact fans). It 
will continue to hold 
128 pages of Manga 
action every issue, with its 
cover price remaining at £1.95. 
Gosh. etc. 

A new colour strip debuts in this 
issue called Bubblegum Crisis, 
which tells the story of the beau- 
tiful Knights Saber — four girls 
who tackle crime in Mega Tokyo by 



MANGA 



donning their robotic Hard suits 
(well any story featuring such 
phrases as 'beautiful', 'four girls' 
and 'Hard' certainly warrants two 
quid in my book!) 

In addition to the strips, 
# . every issue of Manga 
Mania carries a com- 
plete guide to the lat- 
est Manga video 
releases, plus reviews 
of new titles, inter- 
views with top artists, 
and the very latest news 
on Manga and Anime from 
all corners of the world. Not that 
the world has any corners, because 
it's a globe you see. Some of our 
cleverer readers may have noticed 
that this story is not strictly Amiga- 
related, but we know how much 
you like this sort of thing. 



GRENOUILLES 

CROSS CHANNEL 

FOR A BIT OF OCEAN 




French international conglomerate Chargeurs, whose main 
media interests include film production and distribution, 
cinema, television (including a stake In BSkyB), and the 
^ development of interactive educational programs, has acquired 
approximately 24 percent of UK 'interactive entertainment" 
Zv \ group Ocean's equity 

lj Ocean's products, which involve input from a team of 

■ designers, artists, programmers, musician!, and quality 
; . 'I - testers can take anything up to eighteen months to perfect, 
^"■H^-- - ! j with development costs (especially with CD-ROM titles) rang- 
•jwj >ng 'rom 5250.000 to S2 million. (Really? — Andy.) 
^F/ The Ocean group, founded eleven years ago, now has sales 
of around $90 million, exports 70 percent of its product and 
employs more than 140 staff in Manchester, Parts and (do you know 
the way to) San Jose, California. This big cash injection will be used to 
launch new products, as well as enabling the company to further expand 
its sales and marketing operations in Europe and America. 

Ocean Group Chairman, David Ward, said: "This investment gives us 
the creative freedom to redefine the boundaries of 'Tomorrow's World' 
technology." And with quotes like that, you have to wonder what on 
Earth this story is doing In an Amiga magazine. 



NEWS 
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Anyone who remembers our fascinating report on Gepro's won- 
drous protective spectacles in our July issue, will no doubt be 
overjoyed to hear that prices have been slashed. 
As part of a special Christmas promotion, the manufacturer has 
reduced the price of both the standard and the clip-on versions by a 
healthy eight quid. With an attractive 23 percent blue tint that (alleged- 
ly) completely blocks harmful ultraviolet and electromagnetic rays, these 
superb goggles greatly reduce eyestrain, increase your working efficien- 
cy, and, er... make you look quite silly. 

The standard specs are now available for £24.99, while the clip-on ver- 
sions are £21 .99. You need to add £1 .99 for postage and packing, but 
you'll also receive a free pouch and safety lanyard (which, Harry informs 
me, is a rope used to moor a boat with. But he could be wrong). 
^^ m ^^^^ Anyway, should you fancy a pair (f'narr) contact Gepro (UK) 
^^^^^^^at this address; Dept 53. FREEPOST MB 1927, Keston, 
^^^Kent BR2 6BR. Alternatively, you can call them on: 
0689 851206. 
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he division of Time Warner Interactive, 
previously known as Atari Games, has 
Just unveiled a new project that it 
hopes will be next year's Mortal Kom- 
bat. Temptingly monikered Primal 
Page, what makes thl 
beat-'em-up different 
from anything seen 
before on the Amiga is the 
animation technique. The game's digi- 
tised dinosaurs, giant apes and reptiles have all been rendered with a 
new clay modelling process designed to give the impression of "realis- 
tic and life-like character motion". Apparently. 

Appearing on the CD32 only (as far as Amiga owners are concerned) 
Primal Page will also feature the new Cage 'Total Immersion Audio' sys- 
tem that provides stereo sound, serving to "punctuate the high-impact 
c|dme pl-iy". Hmmm... 

The producers are obviously confident that the graphic style will carry 
the game, and have employed the talents of Pete Kleinow, a veteran 
stop-motion animator whose long list of credits include projects as 
diverse as Gumby and Army Of Darkness. 

Time Warner is promising that Primal Rage won't be like any 
humanoid fighting game. We will bring you a full report soon. 



LEMMINGS 

LEAP OFF 



Though some would say the charm of the Lemmings games has 
much to do with their diminutive size, they're about to get big- 
ger. Yes, the next chapter in Psygnosis' book is about to be writ- 
ten, as the All New World Of Lemmings nears completion. The game 
boasts substantially enhanced sprites — with those little green-haired 
chaps now sporting the traditional costumes of their individual 
Tribes; Egyptian, Classic and Shadow. 

All New World Of Lemmings follows the three tribes as they 
try to colonise twelve islands. For the first time they'll 
have to face bad guys, and rescue trapped 
Lemmings from each hazard-filled level. 
The somewhat bewildering array of Lemmings skills has been stripped 
down to "a core of essential abilities for more instinctive payability," 
(it says here) and Psygnosis is confident that this will be the definitive 
Lemmings adventure. Things should start arriving for the Amiga in 
November, so watch this space. 
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CONFRONTATION 

A row has broken out over the newest Elite derivative. Frontier: 
First Encounters. It seems that Elite's co-author Ian Bell wants 
a cut of the action, even though he was not directly involved 
in making the latest game. Apparently Bell is considering whether to 
take legal action, but his old partner David Braben believes he has hon* 
oured all his commitments. If there Is no case then Frontier: First Encoun- 
ters will be released by Gametek in late November. It's got quite a lot 
to live up to, given that Frontier sold 200,000 on PC and Amiga earlier 
this year; and it was also Live And Kicking's game of the year. That's 
got to be good because Andi Peters spells his name so brilliantly. 



GAMES 
CHART 

TOP TEN 

£(— )Theme Parle 
(EA) 

2 (1) On The Ball 
(Daze) 

3 (2) <ick Off 3 
(Anco) 

4 (— ) Club Football 
(Software Business) 

f) (— ) UFO 

(MicroProse) 
6 (5) kidmarks 
(Acid) 

0(4) Beneath a Steel Sky 

(Virgin) 
8 (7) actical Manager 
(Black Legend) 

World Cup Year '94 
(Empire) 
(Jk(S) Sensible Soccer Int 
(Renegade) 



GAMETEK GOES 
TO THE MOVIES 

The unstoppable rise of the Video CD format shows no sign of slow- 
ing. Now Gametek has jumped athwart the Video CD rollercoaster 
by launching Gametek Cinema, a series of films which you can play 
on your CD32 if you're lucky enough to own a digital video module. 

The new label will feature 30 titles by Christmas. Among the first batch 
will be the entertainingly tacky Troma Studio collection of Toxic Avenger 
and Class Of Nuke 'Em High. For the more serious film buff there's Fritz 
Lang's Metropolis — you know, the one with that robot bird. 

Later Gametek will follow up with Kidstuff Cinema, which will put out 
full-length animated films such as Wind In The Willows. 

Elsewhere a company called CD Vision is also preparing to pump up the 
Video CD balloon. It has got tons of stuff in its catalogue, because it used 
to be a video company. Highlights include The History Of Soccer. 



ELSPA WAGGLES 

ITS CHARTER 

The European Software Publishers Association (ELSPA), the trade body for the 
consumer software industry, is currently in the process of printing up some two 
million copies of its new leaflet, entitled A Parents' Guide to Computer and 
Video Games. It hopes the flyer will give parents more information about the pas- 
time that has smashed conkers (thanks for the gag tip Haz!). 

The leaflet has been sponsored by both Sega and Nintendo (Commodore was in 
the bath when they rang, presumably) and examines the benefits of computer and 
video games, looking closely at the issues of addiction and violence, and explaining 
the findings of the Governments's enquiry into games and epilepsy. It also runs 
through the system of self-regulation which the industry announced in February 
1994. Under the system all members of ELSPA have been including an age suitability 
sticker on their products since September 1st. 

Meanwhile The Games Players' Charter is being launched to coincide with the 
beginning of the Christmas sales season, which normally accounts for a whop- 
ping 60 percent of all game sales. The charter has three components: commit- 
ments to parents from the members of ELSPA (which includes the majority of the 
computer and video games industry); advice to parents; and a checklist of guide- 
lines for games players themselves. 

Says Mark Strachan, chairman of ELSPA: "Sadly, unlike previous generations' 
toys, such as model trains or dolls, parents tend to find computer games com- 
plex and inaccessible. As a consequence they have tended to view them with 
a certain amount of unwarranted suspicion. This is why we're introducing the 
Charter and the Parents' Guide — as further reassurances to parents." 

The guide will be distributed via major high street retailers who have I 
agreed to help implement the system of self-regulation. The One telephoned J 
a certain 'Mr Hill' for further comment and was asked "How do you spell 
your name again?" Crazy huh? 
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Available for your 

AMIGA A500, A600, AI200. 



if 
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»ne of 10 Aladdin 
ame and Video 
ouble packs — 
forth £45 each! 
ourtesy of Virgin! 




(V 



< 



I ■ e've gone Aladdin bonkers 
Iff this month! It's on the 
Iff cover, on the disks and in 
views section (see page 50). It's 
ed us all. Simon's announced to 
'orld that he's off to live In a 
Andy keeps sitting on a worn- 
>it of carpet waiting to be 
ed into the air, Matt's trying to 
ts of rope to rise by playing his 
juit.it at them (poor lad) and 
s, er... moaning. He doesn't 
y appreciate the magic of Dis- 
he miserable git. 
I now. thanks to Virgin, we're 
o offer 10 lucky, lucky, lucky 



readers the chance to 
win a copy of the 
video AND the 
game, so you can 
go completely 
bonkers with us. 

The game's 
A1200-only. so 
bear that in mind 
when entering, 
but the video is 
available on VHS, Beta- 
max and Video 2000. Please 
state which format you prefer on 
your entry form, but remember that 
we'll send you a VHS one anyway. 





With all our 
compliments, of 
course. 

All you have 
to do to stand a 
chance of win- 
ning a game and a 
video is spot the 
five subtle differences 
between the two pictures 
shown here. Jot the squares they're 
in on a postcard, and send it in to: 
Aladdin Compo. The One, 30-32 Far- 




ringdon Lane, London EC1R 3AU to 
arrive here by no later than Decem- 
ber 28th 1994. The first 10 correct 
entries pulled out of the hat 
after that date wll 
each win a video 
and a game. The 
Editor's decision 
final — if 
they've found 
an Editor by 
then that is. 
Tee, hee, hee. 
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LETTERS 




This is the last time ever that Simon will be able to respond to your moans and 
whinges with typically sarcastic and childish replies. From next month, 
Andy will be Acting Letters Answerer so send your insults (containing 
as many swear-words as possible) to: Letters, The One, 30-32 Farringdon 
Lane r London EC1R 3AU. And, just for the record, the last word that 
Simon will ever write in this mag as Editor is: pants. 




Amiga's coffin. 

In response to your big feature on 
the C032-only sequel to Microcosm, 
Nova Storm, you will already be 
aware I suppose that Psygnosis have 
now dropped this game, but from 
the CD32 only! I All other formats will 
still go ahead. Now why don't you 
print that?? Answer, you are either 
kidding yourselves or CD32 own- 
ers. 

As for the A1200, this is an 
excellent machine which still 
has considerable life left In it. 



"A SERIOUS 
LETTER" 

Dear Sirs. 

Firstly, this Is a serious letter, with 
some serious critiscisms. so there's 

no chance of you printing it! Nev- and will. I believe, continue to 

ertheless. as I have bought your produce some excellent games, 

mag for years, I may as well voice such as Banshee, Putty Squad 

my opinions with you. and Super Stardust. Developers 

What a disaster this year has will continue to support this 

been for Commodore! After the machine due to its established user- 

A600 cock-up, we were given the base, which leads me to something 

excellent A1 200 and the dodgy which really made my day in Octo- 

CD32, both of which failed to sell ber's issue in the preview section of 

like they should.* your mag. I am referring to the pre- 

Let's face it. however much you view of a game called Fink and some 
rave on about it. just look in an comments made by its developers, 
objective mag, or the industry in Fink, they said, is CD32 only 
general and you soon see how the because the Amiga user base just 
CD32 is really regarded, it's dead. If isn't there. Ha! And the CD32 ISI I 
it was to survive, the A1200 CD don't think so! Still. I would be sur- 
add-on should have been released prised if this game ever does actually 
Immediately, instead it wasn't, the make it to the CD32 anyway, 
result being Commodore's two Finally, some criticisms on your 
main machines competing against mag. For God's sake change the 'Let- 
each other instead of rival compa- ters Page', all your readers are not 
nies such as Sega or Nintendo. aged below 1 5 years, hence the total 

The idea of a [management]' waste of time this section is, even if I 

buyout of Commodore UK Is a joke was below 15 I wouldn't find your 

and would be the final nail in the letters page funny, because it isn't 



be honest. I 
it you're not. so don't try to 
be, stick to what you do best 



(ie review games) 
and leave the jokes 
to the comedians. 
Oh and drop crap- 
py features that 
don't mean any- 
thing, you seem to 
be struggling to fill the 
mag these days, why not 
drop such features, fire a few 
people and save on overheads? 
Kind regards. 

Mr J Smith 
Stoke-on-Trent. 




Oh-dear. Usually we like to print 
these 'git' letters in frank and full 
detail, but unfortunately we have had 
to extract one or two of the wilder, 
libellous accusations* made by 'Mr 
Smith ' against past and present man- 
agement at Commodore. Sorry folks, 
I realise that this means you can't 
fully understand just how 'out of his 
tree' our Smithy is — but our legal 
people are quite strict. Oh yeah and 
why-oh-why do cranks always begin 
their letters by saying we won 't print 
them? It's not a clever piece of 
reverse psychology is it? Doh, we've 
gone and fallen for it again! 



Daaaaaamnf 

Despite what you say 'J', The 
A600 andA12Q0 have sold rather 
well. And the CD32... well, there's 
always Christmas. (Er, no there 
isn't, actually — Santa.) 

And just by way of scoring a 
few cheap points:'G' is a serious 
letter, Mr so-called Smith, as is V 
and also, T. Wow. 'J' is widely 
acknowledged to be much more 
frivolous, and 'P' — well it's simply 
redolent with comic potential isn't 
it — witness the words 'poo' and 
'pants'. I find these words funny 
and I'm not 'below 15', whatever 
that's supposed to mean. Unless 
you mean feet. As in height In 
which case everyone is 'below IS', 
including you 'J', you loony. 

And Fink? Fink? To what do you 
repeatedly refer, Mr not-qulte-so- 
clever-after-all Smith? Flink per- 
haps? That's with an V. 

As for leaving humour to the 
comedians, whom did you have in 
mind? Jim Bowen? Les Dennis? Or 
perhaps The Krankies? You see, 
you sad old sod, humour is a per- 
sonal preference kind of thing. As 
I always say: "You can take the one 
out of the humour but you can't 
take the humour out of The One'. 
Because it won 't work. Still. I don r 
s'pose you ever tell jokes do you 
'J'? You're too busy being one. 
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"I WILL NEVER BUY 
THE ONE AGAIN" 

Knowing me: Angus McShaggis, avid 
reader of The One from Scotland 
(honest). Knowing you: Simon Byron, 
The One. 
A-haa 

Dear Mr Byron, 

Commiserations on no longer 
being the least popular Amiga 
games mag, but congratulations 



on being the funniest and wittiest. 

At the same time, I would like to 
complain about the coverdisks and 
cover lines on the October issue. The 
blatant bias toward the Sensible 
World of Soccer coverdisk demo 
clearly demonstrates The One's lack 
of editorial integrity and honesty; to 
put a large arrow and the word 'bril- 
liant' in fluorescent orange pointing 
toward the Sensi demo Is quite dis- 



graceful and shows downright 
favouritism. And this is not the first 
time I have noticed The One showing 
these disturbing tendencies. 

It seems quite obvious to me that 
an even bigger arrow in a much 
brighter orange should have been 
pointing at the Alien Breed Tower 
Assault demo which I genuinely 
(hand on my thumping heart) 
thought was much more fun to play. 



I have a good mind to write to Team 
17 and tell them just how... just 
how... ooh... annoyed, yes annoyed, 
I am! 

I hope my morals and efforts to 
make The One a better magazine are 
taken seriously and, in future, that 
you show a little more balanced edi- 
torial. If you don't listen to me. I will 
never buy The One again and I'll tell 
all my friends not to and tell them to 
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tell their friends. And then you may 
be the least popular magazine again. 
So, mm. 

Yours assertively (but quite ner- 
vously at the same time), 

Angus, 
Scot/and 1 . 

A-haa to you. Alan Bunker or Marcus 
Dyson from out of Team 17. Yes — / 
know who you are! I've compared 
fax headings and discovered that 
even though you've programmed 
your fax not to display its number, 
the styles are the same. So 'mm' to 
you too. 



"AND PUS SQUIRTS 
OVER THE GLASS " 

Dear The One, 

I would never normally bother writ- 
ing to your s**t magazine because 
no-one actually buys it to read my 
opinions (No. really? — Andy.). But 
this time is different. I have a per- 
sonal, and rather emotional problem, 
The reason I'm writing to you is 
because no-one else buys your mag, 
therefore I know people won't laugh 
at my problem because they won't 
know about it. I nearly wrote to Just 
17, but being a boy and all, I would 
look, well, stupid if I bought it. 

You see, it happened a few years 
ago. It wasn't my fault. It just hap- 
pened, from out of the blue. It start- 
ed when this large zit, filled with pus, 
appeared on my cheek. This, as you 
can imagine, was bad enough. But 
then another appeared and by this 
time I was devastated. I couldn't 



sleep or eat. In fact, I turned anorex- 
ic and even resorted to locking 
myself in the bog for days. No-one 
cared. It got so bad that I had to put 
a brown paper bag over my head 
and sing in a croaky voice in the mid- 
dle of the street. Now, though, they 
are disappearing. I kinda miss pop- 
ping my zits. Especially the bit where 
you pop them in front of a shiny mir- 
ror and pus squirts over the glass and 
smears it. I want my zits back. I'm 
not me without them. I've tried 
spreading vegetable oil over my face 
and even cream cheese — but I've 
had no luck. I've even started eating, 
and now weigh over 19 stones. I 
used to weigh five. Plus, to top this, 
I now go straight to sleep and miss 
the late night TV programmes. 

You may think this has nothing to 
do with my Amiga. But it has. Since 
my zits went, I've stared 'doing 
things' with my Amiga. I try not to, 
honest. It just happens sometimes. 
Please help. I want to die. You will 
help, please. I wear a multi-coloured 
anorak with special interlocking 
sleeves. So there. You must help. 

Yours faithfully. 
Bobster. 

There, there, Bobster. I understand 
what you must be going through. 



"I THOUGHT PEOPLE 
WERE /WORE 
EDUCATED" 

To Simon Byron, 

I'm doing something I don't like 
doing: complaining. But I feel I must. 
It's about your Staff Writer Matt 



Broughton. I'm a 35-year-old married 
man with two children: Becky. 15. 
who has cerebral palsy, and Ryan, 
aged 10. 

We all love The One. We've got 
every copy and we love the disks. 
Why does Matt have to stoop so low 
as to use the word 'spaz'. Believe me, 
it's looking for cheap laughs. It's hard 
enough struggling through life with 
a disability. I thought people were 
more educated. So please let's have 
less of it. Now, I'm not going to be 
silly and stop buying The One 
because it's a great mag. I just want- 
ed to put my point forward. Thanks. 

Mr. Rich Collins, 
Leamington Spa. 

P.S. We've all got some kind of dis- 
ability. I wear glasses — get my 
point? 

It's not only Matt who's guilty of 
using this word, Rich, and to be hon- 
est with you I've been expecting a 
complaint since it first appeared. But 
to suggest that we've been using the 
word maliciously would be inaccu- 
rate — there's absolutely no way in 
the world that we'd intentionally 
offend someone with a disability. 
Indeed, we don't even consider 'spar' 
to mean 'spastic' in its strictly medi- 
cal sense, as you seem to think. It's 
like the word 'bugger'. We all know 
its literal meaning, but when we say 
'bugger off', we mean 'go away*, not, 
well... I think you know what I'm say- 
ing. Insults, by nature, are offensive. 
I'm surprised that we haven't had any 
comments from Welsh people about 



the things we say about Andy. It's all 
just childish banter. We don't mean 
anything by it. 



"SO ENCLOSED IS A 
NICE PICCY" 

Dear The One, 

Seeing as piggy Bjork probably 
doesn't read The One, she can't 
answer back to all your constant 
Bjork-bashing. So enclosed is a nice 
piccy showing her getting to all the 
revenge which she deserves. Even if 
she does look like a popular farmyard 
animal.Yours Bjorkingly, 

Grant Osbourne, 
Hardwick. 



"IF YOU'VE BEEN 
READING CU AMIGA 
RECENTLY" 

Dear The One, 

Looking through my back issues of 
The One, I stumbled across the Trex 
Warrior disk instructions. Seeing as I 
barely looked at the disk the first 
time round, I decided to boot it up. 

After a week of intense playing, I 
have now completed the game, and I 
can say that it is brilliant, and has 
probably been vastly underrated by 
the majority of The One readers. 
Okay, so the first level is fairly boring, 
but some of the later levels are 
action-packed and quite imaginative. 
There's even the odd bit of humour in 
there, too. It may have helped that I 
was running the game on an A1200, 
but the sure even standard Amiga 
users would enjoy the game. 

On another subject, the design of 
The One is almost perfect, but admit 
it — you probably hate laying out 
such a fine magazine on bunch of 
childish toys (look at single-button 
mouse and user-interface!). I am, of 
course, referring to the Apple Macin- 
tosh. If you've been reading CU 
Amiga recently, you will have heard 
about PageStream 3 — a DTP pro- 
gram with over 50 features not avail- 
able in XPress 3.3 or PageMaker 5. It 
also utilises the Amiga's 'dreamy' (if 
you can call it that) operating system, 
which means unlimited undos, redos 
and documents and, of course, a bev- 
elled and streamline display. 

You see, the Amiga, as well as 
being the greatest games machine 
available, also happens to be the 
most powerful serious computer, 
too! Yours sincerely, 

Nathan White, 
Walsall. 

Glad you enjoyed Trex Warrior after 
all these months, Nathan — let's 
hope our other reader takes note and 
digs out his copy of the August 1993 
issue. As for your comments on 
Apple Macs, well, these comput- 
ers have become the most wide- 
ly-used machines In the mago- 
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xine publish- 
ing business, so 
* to use something 
&fff else would throw 
up all kinds of 
incompatibility prob- 
lems. 

"A SELF-ABUSER" 

Hi Folks, 
Daniel Hobbins, ('Git of the 
Month' Oct. 94). 
Won't get any huggins, 
Unless the lady is blind. 
He likes Oiffhanger. 
So is therefore a self-abuser, 
But never once plays with his mind 
Ole. 
Byeeee, 

Tony Pickering, 
Lincoln. 



'Cottleston, Cottleston, Cottleston 
pie, A fly can't bird, but a bird can 
fly. Ask me a question and I reply: 
Cottleston, Cottleston, Cottleston 
pie'. (W. the Pooh). 



"PLEASE USE YOUR 
INFLUENCE " 

Dear The One, 

I am writing to you in the desperate 
hope that you will be able to per- 
suade Sensible Software to make a 
few alterations to Sensible World of 
Soccer before it is released. 

What concerns me most is how 
much the ball sticks to players' feet. 
On your demo the glue factor was far 
too high. In the original Sensi every- 
thing was about right, which was 
what made it such a perfect game 
and if nothing is done about SWOS, 
the game will just turn into a 'drib 
ble-all-the-way-up-the-pitch-with 
one-bloke' sort of affair, requiring 
about as much skill to play as Some 
the Hedgehog. Please use your influ- 
ence to get this corrected 

Also. I can't believe how bugged 
Theme Park is! Basically I want to 
know what is going to be done 
about it as it's a disaster compared to 
the PC versionl 

L Jones 
Bedworth 

The 'glue factor' in SWOS depends 
entirely on each individual player's 
skill attributes. Thus in our Demo, 
Commissioner Gordon is a bit of a 
Oiggsy, whereas other, frankly crap- 
pier players, like the Dead XI 's John 
Hare, can't dribble for toffee. 

As for Theme Park... well, your 
first problem only applies to Amiga 
4000s, but you failed to tell us which 
machine you own. 

And the other things, well no-one 
here at The One has experienced any 
of them, and nor has anybody at 
Bullfrog. If they continue to hap- 
pen, though, ring Electronic Arts' 
helpline on 0753 546465. 




Here's a quick question for 
you: Where's the only place in 
The One where readers can ask 
questions? Answer: Right here 
Yes. put pen to paper and try to 
baffle our experts with the most 
fiendish poser you can think up. 
But remember, if we don't know 
the answer, we may make it up. 
Send your stuff to: Questions. The 
One, 30-32 Farringdon Lane, Lon- 
don EC1R3AU. 

Dear The One, 

Could you please tell me what has 
happened to Syndicate for the 
CD32 and the A1200 version of 
Beneath A Steel Sky? Also, when 
will the A1200 versions of Elfmania 
and Ruff 'n' Tumble be available? 
Finally, when will Inferno and 
Simon the Sorcerer 2, both for the 
A1 200 be released? I've written to 
the companies concerned but had 
no reply from any of them.Yours 
sincerely, 

Steven Browne, 
Camberley. 

No probs, Steve. A quick ring round 
the respective companies has yield- 
ed the following results: Syndicate 
CD32 will be released "around 
Christmas time". Beneath A Steel 
Sky "isn't coming coming out on 
the A1200, but a CD32 version will 
be released at Christmas", Elfmania 
and Ruff '/>' Tumble aren't coming 
out for the A1200, Inferno "some- 
time in '95" and Simon the Sorcer- 
er 2 "end of January". Okay? 

Dear The One, 

Will the following games ever be 
released on the Amiga? 

1) Sunset Riders 

2) Jungle Strike 

3) Aladdin 

4) Fatal Fury 

5) Fatal Fury II 

6) Tiny Toons 

7) Streets of Rage I 

8) Street of Rage II 

9) Ecco the Dolphin 

1 0) Zombies Ate My Neighbours 

1 1 ) Super Bomberman '93 

12) Rocket Knight Adventures 

13) Bubsy 

14) Ranger X 

15) X-Men 

16) General Chaos 

17) Lethal Enforcers 

18) Wolfenstein 3D 



19) Super Metroid 

20) . World Heroes 

21) Art of Fighting 

22) Mickey Mouse Magical Quest 

23) Super Shinabi II 

(I know you may ask yourself why I 
don't buy a console to play them on, 
but that is because a console is a 
child's toy that can only run games, 
costs a lot of money and is otherwise 
totally useless.) 

(For the console freaks, an Amiga is 
a powerful machine that is capable of 
doing things a console does and 
more, and if you think only a console 
has the best platform games and 
beat-'em-ups. take look at Ocean's Mr 
Nutz and Renegade's Elfmania. See ya 
suckers I) 

Jean Pierre Fenech. 

Malta. 

The best way of answering your many 
questions Is to list all of the games 
which are going to come out on the 
Amiga in the foreseeable future: 
Aladdin (obviously). Jungle Strike and, 
«... that* s it. 

Dear The One, 

Partly due to the fact that it is my vil- 
lage's annual chicken-throwing festi- 
val which puts me in good mood, and 
partly due to the fact that I live in 
FlibFlob where there are green flibby- 
flobby thinking mushrooms in abun- 
dance. I ate one of these delicacies 
and started to write this letter with 
my inky-blue rumple tongue. I would 
like you to take these questions in the 
same careful manner that my brain 
took in preparing: 

1) How comes the 'specialist' 
statistician who was conscripted to 
write the SWOS player data mixed up 
loads of the players' nationalities, and 
will he be used to correct them? 

2) How comes a 'Mr. S Byron' 
always criticises other people in his 
reviews, previews, etc. but never him- 
self? 

3) How comes Matt is so cool7 

4) How comes Matt has enough 
time to write for The One and also to 
be the lead singer of Wet Wet Wet? 

5) How comes people with wavy 
hair are so spooky? 

I hope that you have enough time 
to answer these questions and write 
out long complicated wrods (oops, 
sorry) in reply. 

Luke 'Sad' Howes, 
Northampton. 




1) The data Sensible Softwat 
used to demonstrate the early ver- 
sions of Sensible World of Soccer 
was just in the game to show off 
the various new features. At 
Inaccuracies will, of course, 6e 
reded. Indubitably, 

2) He doesn't You git. 

3) Are you In love with him? 

4) Was that a jape? 

5) Search me. 

Dear The One, 

1) Why was the Jump from 8- 
games to 16 bits so amarir 
(graphically at least), but the jumj 
from 16 to 32 not so impressive? 

2) Are the new CD drives (for the 
A1200) fully compatible with all 
32 games — because I seem to 
remember reading at its launcf 
that the CD32 has extra chips/cir- 
cuitry to enable it to do things thi 
the A1 200 cannot? 

3) What are the Bitmap Brother 
currently working on? 

4) When is Sensible Software going 
to finish Mega lo-mania 2 — they 
started ages ago — has ft been 
binned? (I hope not — the first was 
excellent). 
Yours faithfully. 

John Most 



Okay John, here we go. 

1) Gosh, well we think U 
change from 16 to 32 bit was qui 
good, but of course it's down 
the developers to make the be! 
use of the machines' capabllitiei 

2) Er, no, not fully at least, Tc 
date, the CD drives have software 
emulated the extra chip in the 
CD32, which means that the odd 
game won't work. However the 
Commodore drive, if it ever shoi 
up. might hold a few surprises. 

3) A desk probably/ Ha hat Sorry 
John, that squib was especially to 
annoy our 'Git of the Month' The 
Bitmaps are working on lots of 
super-secret stuff, which, unsur- 
prisingly, they won't veil us any- 
thing about. Speedball 2 will be 
out on the CD32 pretty soon 
though 

4J As far as we know any Mega- 
lo-mania 2 type stuff is fairly well 
down Sensible's list of priorities 
due to their being generally quite 
busy. But you never know with 
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He's back! And he's talking! To TV's Simon 
Byron! In a pub! And when two mega stars 
collide there's bound to be an explosion of 
entertainment! It's a shame only one of 
them's a star. An, but which one? All my 
hard earned cash is on the balding, goggle- 
eyed one... oh r er... 





The TV persona of Dominik Diamond, making 
sure that no-one nicks his balls... 



ILL 



Poor old Dominik Diamond. 
First, the games-playing pub- 
lic think he's the best thing 
since bread came in 
small pieces, then 
they knock him 
down because of his 
red jacket. Then he 
splits from the show 
that made him 
famous and Dexter 
"Cockney' Fletcher is 
drafted in. Then the 
games-playing pub- 
lic decide that 
Dominik wasn't really that bad at all 
— certainly much better than the 
one who used to go out with Julia 
Zimbabwe and shout a lot — and 
call for his return. Then... 

So he's back. Actually, he never 
really went away. He's been working 
on Radio 5, freelancing for anyone 
who'll have him, and being general- 
ly poor at Sensible Soccer. By now 
you will have been able to judge 
whether or not GamesMaster IV Is 
any good, but our Dom is confident 
rt's the best yet. And who am I to 
argue? (Who indeed? — everyone). 

Warning: the Scot with a stupid Gl 
crop doesn't mince his words, and in 
order to maintain this interview's 
authenticity we've had to 'tweak' 
some of his more, ahem, descriptive 
phrases. We're sure you'll know 
what he's on about. 

So how did you get here, in the hal- 
lowed pages of The One? 
Well, I was born. Lived a life of com- 
plete poverty. I'm the most Working 
Class person you'll ever meet in your 



'we seen 
ary Barlow 
coming out of 
a toilet. 



Dominik 
Diamond. 



whole ['funking' — Simon. | life. We 
used to have to eat air pie when I 
was little. Er... 1 went to school, got 
into loads of fights 
because I was really 
hard. Had loads of 
girls from a very 
early age. No boys, 
obv — I'm a scream- 
ing heterosexual. I 
went to boarding 
school at tender the 
age of ten... 



Your parents didn't 
nuch then. Dommy? 



55 



like you very 
No. my parents hated me. 



Is it true what they say goes 
on at boarding school? 
All that stuff with 
digestive biscuits? 

Yes. 

Everything you've 
ever heard about 
boarding school 
is true. 

Hmmm... so did 
you ever lose? 
God no. I'm very 
quick. I've never lost 
an ['organism'] race with 
a woman. 

But boarding school was great. I 
didn't get on for the first couple of 
years because I was too Working 
Class, but after that it was the great- 
est fun of my life. I'd advise everyone 
to go to boarding school. Vote Tory 
so they can keep all the public 
schools going. 




After that, 
went to universi- 
ty which was a 
complete and utter 
waste of time. Nobody should go 
to university because it's, er, rubbish 
— but in the final year you could 
opt to make your own TV show or 
play, and I chose to do a TV show 
with some of my mates. We did an 
Oprah-style documentary/discussion 
on how ['ship'] the teaching was at 



our university. That's where I got my 
first taste of 'presenting'. 

At the same time, Planet 24 was 
auditioning people for The Word, so 
I went along for that and got down 
to the last 12. But because I'd shown 
dangerously high levels of intelli- 
gence and wit, I was ['sucked'], so 



that was as far as that went. 

But the GamesMaster office 
was down the road, and they 
approached The Word and 
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asked them whether someone could This is the first series where I've been 
recommend a young newcomer (or allowed to decide what I wear, 
their show. So someone, er... recom- 
mended me. So was"'* y 0 "' oec'*' 0 " to wear the 

red jacket, then? 

Is Dominik Diamond your real name? Surprisingly not. That was something 

Yes it is my real name. Well, kind of. I fought so hard against, but at the 



My real name is Paul Dominik Dia- 
mond, but when I was about seven 
years old there were two Pauls in my 
class and no Domtniks. So I swapped 
my two first names. I spell it with a 
'K' because I'm part Polish. 

It's an unusual name, but that's a 
good thing because no two Equity 
members can have the same name. 

Have you always been into computer 
games or was it more a case of you 
needing to because of the Games- 
Master job? 

I've always been into them. When I 
was 10 my mum brought home a ZX 
Spectrum, rather stupidly because 
she thought it would be a great word 
processor. Her words were: "You're 
not allowed to play games on it, it's 
only to be used for word processing 
and home accountancy". 

I went through all that stuff of typ- 
ing in five-page listings from C&VG. 
To this day, I remain the greatest 
Match Day 2 player. You know how 
good I am at Sensible Soccer [er... — 
Simon ], but that's nothing compared 
to how good I am at Match Day 2. 



end of the day I was told that it 
didn't matter how much I didn't like 
it, I was wearing it. That was one of 
the worst ideas in television history, 
and that's why I hated the second 
series. Every single moment of it. 



It wasn't that bad. 
I thought it was. When 
a presenter doesn't 
feel comfortable in 
what he's wear- 
ing, he doesn't 
feel confident, i 
And if you don't 
feel confident, 
you don't do a ' 
good job. 

This series, 
though, I've felt a 
lot more confident. 
I've had my Right 
Guard double protection, 
and I love this series. Apart from 




dangerous. 
We've tried to 
make it funny; 
an entertain- 
ment show rather 
than just a computer 
game show. I honestly 
believe that GamesMaster IV 



plop. He obviously didn't do the trick 
of shoving loads of toilet paper down 
the bog first. 




People are really embarrassed about 
making noises in the toilet. I mean, 
we all do it, don't we? 
Yes, It's ['tucking'] stupid. My tip is to 

doing th« Ainttty Football on H»dk> will be the funniest show on Channel get a fart ready just before you have 
5 I've had the best time of my career 4. (Not with Mr Simon Byron on it It to use a public toilet. That way peo- 
so far won't, mate — Harry, Andy, and pie know you mean business. And It 

Matt. And Jo.). breaks the ice. 

Bearing in mind that we are taping 

this and anything you say will be Why's this series set in hell? Do you swear In front o your mum? 

printed what did you think of the Computer games are evil. We know She taught me how to. She s the best 
series with Dexter in it? this, because the tabloids keep telling in the world at it. She taught me 

I watched two shows. I watched the us. And they give you epilepsy and well, and I passed with a distinct.on. 
very first one, and caught another corrupt small children. Therefore hell 
one by accident. I thought the first Is the natural place to set It. 
one was appalling. When Dexter 

started it all off by holding up the What's the most embarrassing thtng 
remains of a red jacket and saying: that's happened while you've been 
"this guy's burnt out," I thought it doing GamesMaster? 

The only embarrassing moments 
come from when you think the 
microphone is switched off and it 
isn't. In the first two series I would go 
back stage and start slagging off 
some kid's dress sense or comment- 
ing on how ugly he was, only to find 



Don't you think Dom 
looks a bit like that 
geeter out of 
The Communards? 

What can have hap- 
pened to make you 
leave GamesMaster for 
a series? 

I was unhappy about a 
lot of things. I wasn't 
sure about the McDon- 
ald's sponsorship, I 
was unhappy about 
the amount of work 



was really childish and unnecessary. 
One of the things that I stressed at 
the start of 
this series 
was that I 
wasn't 
going to 
make any 
comment 
on the last 
series. 
The brains 
behind 
GamesMas- 
ter consist- 
ed of three 
people: me, 
Cameron 
McCastle, 
the director, 



He drinks, he smokes he 
cracks great jokes. (£5 
please DD.) 



and Adam 

was putting into the show, and the Winter, the producer. We all left at 

financial rewards I was getting for the same time. Had one of us stayed, 

that work. I wasn't terribly happy the second series might have been a 

about the contract I was offered, lot better. Instead, they tried to make ly really, really nice blokes, 

which didn't allow me to do what I it into more of a kids' show. We 
wanted outside the show. So I left. 
But now I'm back it's great. I've 
got much more control over the 



Do you swear while filming? 
It's easily the hardest thing not to do. 
When people are doing really bad at 
a game, you naturally want to say: 
"['bucking'] hell, this kid is ['spit'].*' 
Instead you have to say something 
like: "Ooh, isn't he terrible?" Or: 
"Isn't he pants?" Not swearing is very 
difficult. 

'Pants' is a good word, isn't it? 
Pants is a brilliant word. I've always 
enjoyed talking about pants in gen- 
eral, but saying something is 'pants' 
is an inspired idea. 

But does it mean good or bad? 
I think it means bad. 

Can you have degrees of pant'ness? 
For example, if something is really 
bad. would It be 'knickers'? Or if H 
was okay-ish, would it be 'keeks'? 
I'm not sure if this is a topic I can 
really comment on. You boys have 
obviously thought long and hard 
about this. 

of one of the cubicles. I was so 

embarrassed, because they're actual- Finally, a question close to my heart: 

who stole your hair? 
I have a receding hairline, so I took a 



the whole thing was being boomed 
back for everyone to hear. 

But the incident that makes me 
cringe the most was when Take That 
came on in the second series. I hadn't 
met them before and I was talking to 
someone stood at the adjacent urinal 
in the toilets. He asked me whether 
or not Take That had turned up and I 
said they had. Then he asked me 
what the name of such-and-such 
was, and I said; "Aah... they're all the 
['ducking'] same, they're all called 
Ken or something." 

And then Gary Barlow walked out 



always tried to make the show a bit 
dangerous with the innuendo and all 
that tosh, but they played it a little 
show and. even more important- too safe, 
ly, more control over what I wear. This series we're much, much more 



So you've seen Take That in the toilet, 
then? I bet loads of girls would like 
to have been in your trousers. 
Well, I've seen Gary Barlow coming 



leaf out of Jim Robinson's, from 
Neighbours, book. He's the world's 
biggest slap-head. In Young Doctors 
he had a curly look but he realised he 



out of a toilet. And I did hear the was going bald so he took action. 
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DESEII STRIKE 

Pilot your AH-64 ttelicopler against a ruthless tyrant. 
With a liepf blast Irom your Hydra Rockets you must annihilate 
the military arsenal. Take out tanks, chemical weapons plants, 
airplanes and SCUDs. Get debrielings and plan missions on 
detailed maps. Pick up luel, manage weapon supplies and teel 
the power of a modern, multi-million pound attack chopper. 
"...massively addictive. You 're going to have to 
go and and buy this!" AMIGA POWER 92% 

You 'II vhvri\h this for a long time to come. " 
AMIGA ACTION 90% 
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IINE II BATTLE FOR ARRAKIS 

He who controls the spice... control* the ur verse. 
Behold the planel Arrakii. known as Dune ■ land ol sand and hone of Ike 
spice 'Melange'. The spue controls the empire - whoever controls Dune 
CMtrots the spice. The Emperor has proposed a challenge - The House lhal 
produces the most spice will control Dune, there are no territories... and no 
roles ol engagement.' Vast armies have arriied. No* three Houses light lor 
control ol Dune. Only one House will prevail. 

fur Battle for Anakis begins NOW 

"Put it at the top of your 'must have ' list immediately... 
the best strategy game ever!" 94% 
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TIE MIST 
AC CI BATE Ml 
ADDICTIVE COMPOTES 
GOLF SIMULATION. 

Seal tournaments prayed on actHl 
Tounameni Ptayeri Clib conrsei. 
Bead lie greens • the all h* 3D 
contoured grid eiposes each subtle 
one. Speciality ihotj lor lough spots- 
choose from dip aid punch shod or 
hinge put. 

* TV-style tiews: panoramic aerial 
n r-hi ol the hole. 

* i authentic coiusei ■ IPC at 
Win. IPC at Awe! PGA West 

* Compete agaiml 60 PC* TOUR" 
Pros hi 4 round tournament play. 
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BATTLE ir IIITAIH 

Summer 1940. Ihr liiture ol World 
War II hangs in the balance. Ihe 

mm il In Ii m MNnIi m) h 

aces ol fee RAF are locking hens M 
their m«l crvcial conhonfanen rat • 
The Battle ol Britain. Out 50 ytan 
on. rou have the chance to re lire lhal 
(emus barrlt and play the pari of a 
British pilot or a German Hying art. 
four perlormante determines whether 
the outcome is a repeal of the British 
iKIorf or an ■iprccendesttd German 
■MS. 
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cables you to fly numerous realistic 
■Mom m 'tie Suae? BrtfM 0'bi'er. 
Bastd on ollicial government 
documents SHUTTLE it the noil 
accurate and comprehensive 
tlmilalion ol NASA's Space Shuttle 
em produced lor any home computer. 
With Hie aid ol Million Control, »ou 
will mailer such challenge! at 
deploring and repairing satellites, 
launching spy satellites, manoevring 
year anil in rero gravity, altairung Ihe 
correct re-entr? trajectory and palling 
oil complicated landing] 
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All of the Amiga 
press under one 
roof. Talk to the 
editors and sign up 
for a subscription to 
your favourite 
magazines. 
Competitions being 
run throughout the 
show. 
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An Aladdin's Cave of stalls selling everything you need for your 
computer and much more, from complete systems to stockini 
fillers. Don't miss out on the incredible show bargains. 



Games Arcade 

Pit your skills against the best of the games this 
Christmas in the World of Amiga Games Arcade. 




All the gadgets, gizmos and software you'll ever need for your 
multimedia work. Talk to the experts from around the Amiga Worl 
on high end application requirements. Graphics, Video, Networkin 
nimation. Image, Processing, Te 



ALMATHERA 

AMIGA CENTRE SCOTLAND 
AMIGA USER GROUPS 
ARCADE SOFTWARE 
ARCANE SOFTWARE 
BLITTERSOFT 
COMPUTER MALL 
DIGIT A INTERNATIONAL 
DIGITAL PROCESSING SYSTEMS 
EUREKA 
GOLDEN IMAGE 



GP SOFTWARE (AUSTRALIA) 

GREMLIN INTERACTIVE 

HI-SOFT 

ICL WARRANTY 

INTERPLAY 

KOMPART 

LOLA 

MACRO SYSTEMS 
MERIDIAN DISTRIBUTION 
MICROVALUE FLAIR 
MULTIMEDIA MACHINE 



NASCR 

NATIONAL BUSINESS COMPUTERS 

NUTEK 

OPTONICA 

POWER COMPUTING 

OUICKSHOT 

RASPUTIN SOFTWARE 

RAMIGA INTERNATIONAL 

ROMBO 

SCALA UK 

SILICA SHOP 



TEAM 17 

THALLION 

TRI-LOGIC 

VILLAGE TRONIC 

VISUAL IMAGE DYNAMICS 

WHITE KNIGHT TECHNOLOGIES 

WORLD OPTICAL 

..AND MANY MORE 



WEMBLEY EXHIBITION CENTRE - HALL 1 

9 -11th December 1994 

Friday-Saturday 9. 30am -S. 30pm Sunday 9.30am~l()0pm 

Admission: Adults £6.00 - Children under 14 £4.00 
Family Ticket: (2 Adults & 2 Children under 14) £15.00 
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See, play, and buy the latest and best in games on 
the Amiga. Many of the top software houses will be 
there showing what's new on floppy and CD this 
Christmas. 





Throughout the exhibition there will be non-stop 
entertainment with live bands, radio broadcasts, 
competitions, demonstrations, celebrity appearances and a few more surprises in 
store. Don't miss the opportunity to get involved and become a star for the day. 



Many other features including: 
Simulator Ride 
Santa's Grotto 
Creche 





Apply for your 
advance tickets 

now and go into 
the free draw for 




14" Remote Controlled Colour 
Television 



^1 ^ Join in the debate, 
see the latest 
applications software 
and peripherals being 
demonstrated, 
talk turkey with the 
UK's top 
programmers. 



Two tickets to a concert of your 
choice at Wembley Arena during 1996. Wembley 
is famous world wide for staging concerts I ^> 

Including Wet Wet Wet, Take That, Meatloaf, Phil Collins 
and many more. 




(Nb. Two draws will be made (or tickets purchased 
between 15th October/ 5th November and 
6th November/ 2nd December.) -*m^ 
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AMIGA FORMAT 



GAMESMASTER 
GAMESW0RLD 
JUST AMIGA 



AMIGA CD32 GAMER MONTHLY 



AMIGA POWER 
AMIGA SHOPPER 
AMIGA USER 
WfTERNA TIONA L 
COMPUTER A VIDEO 
GAMES 



MEAN MACHINES 
THE EDGE 
THE ONE 



Cut out coupon and send a cheque, postal order or crodlt card payment for the appropriate amount 

Type of ticket : Mr/Mrs/Miss 

Child (£4) Adult (£6) Family (£15) 

Total Number of tickets required Address 

Total cost £ 



s 



Method of Payment: (please tick) 

Cheque or P/Omade payable to World of Amiga Exhibition 94 

Cheque Postal Order Access Vis; 

Credit Card Number 



Expiry Date 



County 



Posicode 




Signature 



Send to: 

World ot Amiga Tickets, 
Highland Avenue. Dunoon, Argyll, 
PA23 8PQ 



ULTRA 



son 



FREE 
P& P 

GREAT 
PRICES 
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Hutu liniv 

Omm ><<j - 

1- .1 



CALL 
1I4.M 
CALL 
C7.95 

< ^4 »• 

■ 93 




Oon.lv World CImm £12."*? 

Lemming • 2 £19.95 

Overdrive.. . ... .. C7 95 

Reun £24.95 

BlwOIIhrlU*on. £27.95 
Rufrnml Tumble £111.95 

1240 C'I> MOMS 



International K« 

• .iii-i ■ Pond J... 

Kui Omm....... .. 

Mrm \ i . ■ . . 



!,_,.£R.»S 
£111.93 

..... £23 95 

£12.95 



AhM C .... I." 

»,.(.!-., II. 

lama* rv.twl J 

I >., TlK 11.11 



£12 95 Plane. Ft-whall - - £25.95 

Rim or Tha RohtHi .£29.95 

Sim Lit* £14 95 

Super Sl-iUun .... CALL 



XI I 95 

1 - "5 



y»r 1ft 

Npwr Que*! 4 

Sircei l'i<r«t*T 2 .... 

I il Manage! 

Terminator J 

Tnm Landry 

Virtual i lain .. 

far 32 

M-n-rir. Champ 

Troll* 

Whole. Voyaja 
Zonl 

Thame Park 

Top Oear 1 

Troll* 

3Caxt1 



-Ill I 

CALL 
£9.95 
X 1*1 .99 
X 10.95 
CALL 
CALL 

-BIT 

£12.95 

£13 95 

£13.95 
£12 95 
• III I 

£23.99 
CALL 
£9.95 
£12.99 



THIS IS JUST A SMALL SELECTION OF THE GREAT 
SOFTWARE PRODUCTS WE SELL! CALL NOW ON... 

(01295) 73 0() 60 

... FOR YOUR COPY OF OUR LATEST FREE 
SOFTWARE AND SUPPLIES CATALOGUE 
FOR YOUR GAMES MACHINE OR COMPUTER 



vli i" 



Alien v Pmtoor C31M 



Brutal Sfaau Finn Ml 

Chih Onve 

Crcvccnt Galuy 



64-RIT ATAR 

Ut-jar Connfe £524.95 

\iUiirfuul Cotwoller .. £22 AS 
Scan Le*d_ £13.95 

ll<i) -n -iMiV'nil iwntioHn 
nil Upnar nut «v» £Hi %fwB(ff*VHH 

.i2-BIT PANASONIC 3DO 

3DOCoitt»lf £W»M Aloof In TV Dart 

Additional Cowroiler... £39.93 

Buy an additional . antnilln 
sv.tlnhe ifX»iin.l»4«£lO 
Li mil* more uainci llUfd In ow 
Idieti "no (rneiation" mlalauu 



£32.93 
147.93 
142 95 



_ £42.93 

Drajoo'. Lair £3795 

Escape MixiMw Manor £37.95 

John Madden Football £37.95 

Nijht Trap .. — - £47.95 



Din 

RnVa. 

Tempni 2000. 

Wol'cndrln 3D 



bad Hasti 



to 

114 

£47( 
M7J 



Shock Wave 

SUfConirol2 — 
Theme Part — 

Twilled ' i.ur. .1-.' 



W! 
£37 .' 



avenues A PO * only nwdc payable to Ultra Software. Ptea*e send your letter* to 
Ullru Software (TOA 1 1 i Fulling* Mill. Bniuehton. Banbury . Ovm < >X 1 5 oAK 




AMIGA REPAIRS 



FIXED CHARGE ONLY £42.99 Incl. 



• FIXED CHARGE INCLUDES PARTS. LABOUR. DELIVERY, VAT 

• 90 DAV WARRANTY ON ALL REPAIRS 

• 24 HOUR TURN-AROUND ON 95% OF REPAIRS 

• ALL UPGRADES PURCHASED FROM US FITTED FREE WITH REPAIR 

• INCLUDES REPAIRS TO DRIVE A KEYBOARDS, ADD C10.00 IF NEED 



Est 
12 Years 



RE 



ING, FULL DIAGNOSTIC TEST AND SERVICE 

SPECIAL OFFERS 



A500 INTERNAL DRIVE £38.99 
Simple to fit, fully documented 

AfifJOA1200 NTfiRNU. DRIVE £4 1 .90 
Simple to fit fully documented 

KICKSTART 1.3 ROM £25.00 
For software compatibility 

KICKSTART 2.05 ROM £29.90 
Upgrade to A500+ ROM 

SUPER DENISE £28.70 
Excellent value 

68000 CPU £15.00 



A500 MODULATOR £18.00 
Exchange/Repair 

A500 KEYBOARDS £44.10 
Factory new. Genuine part 

FATTER AGNUS 8372A 06.50 
/ Meg chipram compatible 

CIA IC £9.20 
Printer, Serial. Dntt ports 

GARY IC £11.50 

PAULA IC £19.95 

ROM SWITCHER £18.00 



! ATTENTION ALL DEALERS A 

Our company now offer the most competitive dealer repair service. 
Full credit facilities available. 
Send for our FREE information pack today... 



We reserve the right to refuse repair for whatever reasons 
Prices only valid with this coupon 

Service HOTLINE <0533) 470059 

DART Computer Services 
105 London Road 
LEICESTER LE2 OPF 



CU 11/94 




Computer Services 
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LEAGUE EDITION 

OUT NOW 




takes football management 
simulations into a new era. 

Combining meticulous detail and 
realism with sensational animated 
graphics and an irresistible 
presentation, this is like no other 
footy-management game you have 
played. 

Now you must prove yourself as a 
club manager, and take your team 
to the top of the premiere league. 

See your matches played out 
infront of your eyes in spectacular 
TV style animation - and view your 
opponents matches, as they 
happen! 




Football fans were left drooling earlier in the summer when ASCON 
released On the Ball World Cup Edition. The game shot to the top of 
the charts and has left football fans eager for the League Edition. 



"Easily the 
best football 
management 
game I have 
ever played" 

That's whal CU Amiga said about On The 
Ball World Cup Edition - now you know, 
how can you miss the League Edition? 



PHEW -WHAT A WINNER ! 



Check out some of the rave reviews that On 
The Ball World Cup Edition received: 

"The best I've ever seen In a football 
management sinr.Jt will grip you and it 
won t let you go". Amiga Format 

"Unique and unmatched. ..you'll kick 
yourself if you miss It." C&VG 

"Sets the standard for others to Imitate" 
PC Review 

"For sheer; frolicking fun, On The Ball 
can t be beaten" PC Format 

"The best football management game I 
have ever played". Amiga Action 




Special features of 
On The Ball League 
Edition include: 

♦ Training seminars 

♦ Multi-match view mode 

♦ Home and foreign 
transfer lists 

♦ Club finances and 
morale 

♦ Player and manager 
politics 



A5C0N 



OUT NOW FOR PC, AMIGA and A1200. Word Cup Edition out now on CD-ROM, featuring "live action" spoken commentary 
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PROGRESS 

"Die, mutant alien 
scum!" To begin this 
month's Work in 
Progress section 
Andy Nuttall asks 
Sensible Software a 
number of pertinent 
questions. He also 
goes on a bit about 
the game which 
some clever people 
are already calling 
"the sequel to 
Cannon Fodder." 





PROJECT: Cannon Fodder 2 
PUBLISHER: Virgin 
DEVELOPER: Sensible Software: 
Stoo Cambridge (Graphics); Stuart 
Campbell (Development, level 
design); John Lillcy and johnny 
Watts (Mapping); jools 
(program 'tweaking*). 
INIT1ATEp:^rl^l994^^ 
RELEASE: November 1994 

Girls who 'Hullo. Sensible.,.' 
like boys who like boys who 
like... etc." 
Eh? Sorry, is that Stuart? 
"Oh. hang on. I'll just switch Blur 
off. (Clank. Silence.]" 

Telephoning Sensible is never 
easy. There's always somebody with 
a jolly jape, a laugh, a.smile or a song 
(or a stupid way of spelling their 
name — Harry.) on the other end, 
and it seems as though Stuart Camp- 
bell, recently-appointed Develop- 
ment Manager and level designer for 
Cannon Fodder 2. is fitting in nicely 
to the Sensible fold. 

Do you remember Cannon Fod- 
derl You know, the one where you 
moved a bunch of soldiers called 
Tubby and Ginger and Lardy and 
stuff around fields of battle, pump- 
ing lead and shrapnel into the wait- 
ing Hun? No, perhaps you don't. 
Maybe you have a legitimate reason, 
like you've only just bought your 
Amiga or something, and so you 
haven't caught up on all the great 
games yet. Whatever the reason, for- 
get all that now because — yesl — 
the sequel's here at last! 

My favourite bits of the original 
were the Jeeps, Skidoos and other 




Above: But wouldn't 1930 s Chicago 
be an ideal place to begin a "shady 
organisation?" "No, you actually 
starl in Beirut, effectively today." he 
reveals. "You start off by going out 
in Beirut and fighting, and then sudS 
denly BAM I Allen Spaceship. And it V 
all gets a bit weird from there." 

vehicles, into which you could actu- 
ally pack all of your troops, Tardis- 
style, and then scoot around in them. 
I hope they're coming back. 

"Oh yes, they certainly are," 
reveals Stuart. "There are plenty of 
Jeeps, and some specially Jeep- 
themed levels where you have to do 
some pretty odd things with them. 
Which I think you'll like." Hurrah! 

"There are 72 levels, the same as 
before," he continues, "divided into 
24 missions. Again there are five 
graphic styles, but this time we've 
made them slightly, ah, different. 
There's a Beirut-style Desert-y level, a 
Medieval level, an Alien Spaceship 
level, a Chicago 1930's level, and an 
Alien Planet level. We've basically 
super-imposed the plot onto the old 
game, which has the soldiers from 
the end of Cannon Fodder being 
hired as mercenaries by a shady 




/v. So hang on, if these alien 
•ship levels are "joined up" in 
way do you still finish a level 
fe moving on to the next? "Yes. 
re still ordinary, different lev- 
lys Stuart. "If you take all the 
though, and join them all 
ir, you get an alien spaceship. 
ie It would be in real-life." 



organisation, and then being kid- 
napped by aliens in a spaceship." 

JIM DALE 

As it transpires, the "shady organi- 
sation" is simply a front for the 
alien*, and the soldiers are whisked 
away to fight for them in a war on 
their home planet — against anoth- 
er tribe of aliens. But, to ensure that 
the soldiers are good enough to fight 
in this war. the aliens first travel 
through time with them and dump 
them in weird historical situations. 
"Ifs 3 reasonably familiar science-fic- 
tion theme," adds Stuart, "usually 
known as the 'Universal Soldiers'. In 
fact, that may be the subtitle, but we 
don't knowyet." \ M 

So who niado Up this, f r.inkly, 
quite- ridiculous storyline? Well, me 
really," Stuart admits. "The basic Idea 



BjanMrdb^^^El o t twists togeth- 
^^Rie ^g^BFoldiers going to 
Wo gaejojaail happened while 
were asleeev^Uuwfi will be an 
ling, yes." eSflf^ins Stu. "but I 
tell you what it is for the 
ifngly good reason that I 

tithe/, yat. " And this, if 
know, is medieval 
lm 




orams etc. 
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n! perspective In 
Chicago to tl t othtr levels.il seerru-v'lt's mor» 
flat-on. rath** than the us^fcl 45 degree angle." 
u explain*. "And it's objdJBusly building phased, 
which has ma«t*J oetfeme tnteresliiip lee**, with 
giant skyscrapers and other things bigger than 

the screen." 




of time travel was already in place 
when I joined the company, but I 
' gured that it still needed a bit of 
tying together." 

These vehicles, then. Pre- 
sumably in an alien world you 
wouldn't get Jeeps and stuff — and 
> not in Medieval times. How 
has Sensi explained that one? "There 
i *t still three vehicles in each sce- 
nario, but they're changed," Stuart 
describes. "So in Medieval world, 
instead of a Jeep, a Choppa and a 
tank you have a battering ram, a 
mechanical dragon and a witch in a 
little bubble. She flies around drop- 
ping bombs. But I can't remember 
exactly why." 

Something to do with Wizball, 
perhaps Stu? "That's a thought," he 
ponders. "We could pretend that it 
was in some way connected. I'll have 
to think about that." 

I can't help but get the impression 
that Cannon Fodder 2 Is more like a 
data disk add-on, than a true sequel. 
What's the Campbell verdict? M 

"In many ways it effectively is, 
yeah," he agrees. "It will have a com- 
pletely different style and feel to the 
original, though; there are fewer lev- 
els which are just sort of here's 
some jungle', 'here are some trees' 
and 'here are some guys lo shoot' 
kind of stuff. And there are more lev- 
els which are... well, strange games 
in their own right. Like I say. we've 
done some weird stuff with the Jeep 
substitutes, and there are a lot of 
bizarre new strategies which you 
must employ." M 

Last year there were certain, ah, 
troubles involving a certain body of 
le representing the old soldiers 




with the original release of Cannon 
Fodder. Said it was disrespectful, or 
something. Presumably Sensi won't 
be expecting similar troubles this 
time around? "No. The sequel's more, 
erm, fantasy-based," Stuart says. "A 
bit more science-fiction than the old 
One, which was quite gritty, really. 
But it was meant to be light-heart- 
ed... No, that's the wrong 
phrase; oh, almost tongue-in- 
cheek, I suppose. It was very 
serious in many ways, though. 
While this is basically a similar 
game, it's a lot harder to take 
offence at, I think.**^ 

Most people who I talked to at 
the time really respected Cannon 
Fodder as a mark of respect to the 
soldiers who fought and died in the 
wars. What's the Sensi view of all 
that a year on? 

"It's true," Stuart says, with a dis- 
tinctly earnest twang in his voice. 
"You didn't hear anybody complain 
about the likes ot Smash TV, where 
millions of guys get slaughtered 
without remorse or even second 
thought. Or any other game which 
involves colossal massacre, really. But 
the minute you try to inject a bit of 



sensitivity into it; like giving all of 
your soldiers names; then sudden 
ly everybody's down on your head 
like a ton of bricks." 
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PASSCHENDALE 

Perhaps CF2 will offend some aliens 
this time. Maybe there's a kind of 
extra-terrestrial version of the 
British Legion out there, waiting to 
pounce as CF2 hits the shelves? 
"It's a nice idea," Stuart laughs. 
"'Dear Virgin. I am Bit from 
. *«» v the planet Zog, and 
< >4p I've never been so 
ftj. offended in my 
life.' Bloody 
weirdo sick 
aliens from 
another plan- 
et, I wish they 
were all dead. 
And you can 
quote me on 
that." Okay. 
Briefly changing 
the subject back to CF2. 
what else is different from the 
first game? "We've paid a little bit 
more attention-to-detail now/ he 
says. 'All the maps from the alien 
spaceship level, if you were to join 
them all together, would actually 
form a sensible Ino pun intended, 
m sure — Andy.) and coherent 
alien spaceship. There's a giant over- 
all map of all the spaceship levels 
together, which makes sense and 
joins up and everything. We've 
quite a bit of time on that." 
Also Sensi has tried to link the 
first levels of the sequel with the 
last levels of the first game, so that 
players don't feel too uncomfort- 
able with the new areas. A kind of 




ibis claims to be "not inter 
>olntless" glossy intros to i 
from the FMV intro to Con 
12, of course. "I've only 
Stuart admits, "but eve 
and pointless. I've wa 
frankly." By the way. t 
idscape. 
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the jungle of Cannon 
had man-traps. What 
have in, say, 1930*s 
r... Now, that's a ques- 
grfns. "I can't remem- 
f of the traps are... 
spaceship there's kind 
Ified floor, and... Oh, 
^Hl tBremamb«r...' 

gradual introduction, if you will. 

"Beirut and, to a lesser extent, the 
Medieval worlds have a thread of 
continuity running through from 
Gwmon Fodder." says Stuart. "They 
look as though they could have been 
dropped into Cannon Fodder, if you 
don't look too closely at the little 
knights in Medieval times. Inciden- 
tally, another Amiga magazine has 
already printed pictures of the 
Medieval levels, and printed Hey, 
look kids — the Jungle levels are 
back!' Seemingly not noticing that 
they were actually little knights in 
(castles. 

"With Beirut especially we've tried 
to keep some continuity going, so as 
soon as you come into it you've got 
a sort of familiarity. And then it 
starts to go weird on you: so in a 
sense you should feel like the little 
guys would feel themselves on being 
suddenly kidnapped by an alien 
spacecraft." 

Hey, nice «»*■«» , 

There is one other thing worth 
mentioning: the new ad slogan for 
CF2: "War has only ever been this 
much fun once before." Bloody 
clever, if you ask me. O 
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eaders of the September 
issue of The One will remem- 
ber the first part of our Work 
Progress on King of Thieves. 



Already well-known for their superb 
b(ast-*em-up Alien Breed. Andreas 
Tadic and Rico Holmes are plunder- 
ing and looting more distant shores 
for their next project. 

Of course, we know most of you 
who did read it were probably stand- 
ing in Smith's at the time, so here's 
Rico Holmes, the artist behind rfofs 
graphics, to, ah, fill you in. 

"The actual game, right from the 
start, was meant to be 
based along the linetj 
of Risk," he says. 
"Or, as loth as I 1 
am to say ft — 
and please don't put it 
Into print — something like 
Defender of the Crown." Hmmm, 
too late. 

Defender of the Crown, for the 
latecomers, was an early case of 
AMANT (All Mouth And No Trousers) 
which appeared around 1987; a 
strategy game with hardly any ej 
gameplay but a decent line in graph- 
ics. Rico and Andreas intend to have 
their cakes and eat them, because 
they're planning on varied gameplay 
to complement the fab graphics. 

"In King of Thieves, during 
your strategic con- j^^km 
quest of England 
various quests wi 
come up," explains 
Rico. "The quests mean 
that you can go on one of 
many arcade sequences: attacking 
the castle with a catapult, dropping 
rocks from balconies, or going on a 
midnight raid on the village." 

Although the underlying story of 
the game Is similar to Defender of 
the Crown. Rico didn't consider that 
game to be an inspiration. "Funnily 
enough, my inspiration for the game 
came from playing Pirates Gold; 
which is such a diabolical game!" he 
laughs. And 'Scoop' Nuttall pounces, 
Er, can we print that then? "Ah, 
.-I'd probably get hung, drawn and 
quartered if you didl Oh s""t. What 
have I said? Seriously, it does 
have a really weird atmosphere, 
though, so it was quite Inspir- 



Yes, those crazy, wacky Swedes have been at it again! King of 
Thieves is shaping up to be... well, a game, and Andy Nuttall was 
there at Rico's house to check it out. (Actually, Andy phoned Rico 
from North London. You'll just have to use your imagination.) 



PROJiCT: King of Thieves 
PUBLISHER: Team 17 



DEVELOPER: Rko Holmes 
{graphics); Andreas Tadlc 
(program mint,). 

1ATED: May 1994 
RELEASE: Easter 199$ 
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In the main text, Rico wails about his problems with drawing sprite* — 
although as you can see, he has no such worries with backgrounds. 
"Looking down from the side he looks flat against the screen. It looks like 
you're viewing him from the side, rather than from the side and above." 
Surely you'/e just being picky. Rico? 

too many British magazines, but I did 
ft in Copenhagen airport for 
£9.50. So I thought 'forget it!' I 
had a quick read, for as 
long as they would let 
me in the store there." 
(Why. Andy, you com- 
plete arse, didn't you 
send them a complimenta- 
ry copy? — Simon.). 



ing. Despite being diabolical." 

I'm determined that the King of 
Thieves WiP will be more interesting 
than the long-running (and increas- 
ingly boring) Sensi World of Soccer 
diary that finished recently. For a 
start, it's bi-monthly, so hopefully 
until its release we'll be providing 
you with newer and more fabulous 
graphics as Rico churns them out, 
and there'll be a few tales of woe 
and excitement from the boys along 
the way. Hurrah. 

Rather unfortunately, (for me at 
any rate) Rico hasn't read the first 
installment yet. "I haven't had a 
chance to." he explains. "Of course, 
being out in Sweden we don't get 



ROY CASTLE 

Since we left him two months ago, 
Rico has been working on the castle 
level, a sort of Chaos Engine-^ part 
of the game in which your character, 
the 'King of Thieves', runs around 
slaying early medieval baddies. "It's 
not completed," he admits, "but the 
whole engine is working there. Once 
that's ready we can just pump in 
other modules to it. To date I've 
been doing various things on the 
arcade-style levels, graphics-wise, 
and we've got quite a few varieties 
on the single castle setting." 

There are two types of arcade 
game here: offensive and defensive 



— the offensive being the perspec- 
tive arcade sections of the game, like 
the castle. When you win a battle in 
the strategy section, you can then 
actually wade in and take the castle 
using tried and trusted arcade shoot- 
'em-up techniques. 

"Basically, a castle's a castle." Best 
quit with the technicalities now, eh 
Rico? "Most of the castle graphics 
are generic," he continues, "but each 
will have something which is dis- 
tinctive. I've worked on a village 
level as well; a medieval-cum-Tudor 
hamlet which you can wander 
around. I had been working on a 
Forest level, but that didn't 
quite work out." 

From the previous 
WiP you may remem 
ber a screenshot 
containing 
number of 
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making up some forest-type 
yrao^Ki- Some grass, and a few tree 
ts+s. that sort of thing. "Yeah, tree 
Rnti — you've got it exactly." 
?---jses Hico. "If you look al the 
a-. e level, everything has been 
--eared off at one set level. It's a 
— *thod which works in the castles, 
and it works in the village where you 
•.st shear off the houses. But in the 
forest it just looks like you've got a 
oad of tree stumps instead of trees! 
So it looks like we're going to have 
:o kill that one altogether, unfortu- 
nately. It took a hell of a lot of work 
as well. 

"I had thought about doing 
something will poplar trees, or little 
fir trees, so their tops wouldn't be 
cut off. "But it would all start to look 
a little Scandinavian..." 

How about Bonsais? 

"...or — yes Andy, how amusing 
— Japanese. Hardly Old English, 
though!" he laughs. 

The pair are unlikely to create 
another level to replace the Forest, 
simply because they don't want too 
many levels of a similar type in the 
game. "Otherwise people are bound 
to label it a Chaos Engine copy, or 
even Alien Breed. Rumours which 
we're still hearing, for some reason." 
Rico moans. 

In Chaos Engine and Alien Breed, 
the main characters are firing lasers 
and other weapons — but in middle 
England they couldn't be doing that, 
obv. So what exactly are they using, 
then? "We were originally going to 
have him running around with a 
sword, and hacking 'n' slashing, but 
you don't really get an arcade feel 
to the game that way. For the King 
of Thieves character, he's got a ban- 
dolier of throwing-knives. Basically, 
he's chucking daggers at people, so 
you get a feeling of shooting a bit." 

The KoT character is your guy, 
your hero, and you follow him 
throughout the game. 
But, curiously for 
such an integral 
part of the 




game, neither Rko nor Andreas has 
thought of a name for him so far. 
"Well, we could call him Rico," he 
jokes. "I quite like that I really hadn't 
thought about it — you've just given 
me a really good ideal" 

He even shows up in the Risk-style 
strategy scenarios. "Getting back 
to... oh, I'm reluctant to say it, 
because people are bound to label it 
a Defender of the Crown clone. But 
you know how you played Cedric of 
Ivanhoe in, er, that game, or what- 
ever you chose your character to be? 
In King of Thieves you have a set 
hero. He starts off as a pirate. And 
then he bandies together with all his 
lads, and suddenly you've got a con- 
quest of England." 

BARBARA CASTLE 

Because it's set during feudal times, 
the ultimate goal of KoT is to regain 
the crown, which is held in a drag- 
on's cave right at the end of the 
game. The only person who can get 
through the portals of the cave, 
which are magically held, is the cur- 
rent er. King of England — so you 
have to slay him too. Once everyone 
else is defeated, then you get a 
chance to go into the cave, and that 
section will be like, say, Prince of Per- 
sia, or Flashback; that kind of thing. 

"Such a level will involve getting 
past the traps, solving the puzzles 
and then getting right down to the 
actual dragon," Rico explains. "You'll 
have a scrap with him, and then 
you'll get the crown if you win. And, 
er, that's the game, basically." 

There's a kind of inherent problem 
with games which have tried to do 
something along the lines of Prince 
of Persia or Flashback. Simply put, 
they're not always very good. And 
since we've been spoiled by the 
quite brilliantly roto- 
scoped 
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"The Chaos Engine-style thing covers both the village [pictured here] and 
the castle, " explains Rico, "and we'll have a Prince of Pers/a-type level as 
well. Then there will be other arcade-ityle sequences for when you're 
attacking. For example; the catapult section has you're knocking the crap 
out of a castle. It's based on a r. inks-style game, where you're shooting 
across a landscape that's four or five screens wide, and you've got the 
wind and angle to take into account..." 




"...And then there's also an Ork Attack-type of game." he continues, "where 
you've got a load of blokes climbing up your castle wall, and you have to 
defend It by dropping oil or rocks on them before they reach the top." 




TWe've got a ship-to-ship attack, where you've got to i 
their thip with a huge balllsta. It will be a bit like Oper 
Wolf, that sort ol thing. Without blowing my own trun 
that one looks pretty good." And this is the backgroun 
Apparently, although this pic used 256 colours, loads o 
n overlayed in the game, as well as layers of parallax. I 
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AND HERE'S ONE I 

PREPARED 
EARLIER... 

efore creating his stunning 
24-bii colour images, Rico 
begins by jketching their 
outlines. When we spoke to him. 
ho had a whole load of sketches 
which were waiting to be coloured 
and painted, and here are three for 
you to look at. "I always sketch 
directly to computer now," he 
says, "but they look like pencil 
sketches anyway because I work 
on a 24-blt colour board with a 
drawing tablet." 




-The object of one of the many 
quest* It to retrieve EKcalibur," 
Rico explains. That wM be one of 
the arcad« sections, with the sword 
at the end of the level. "It will be 
needed later in the game, but to 
say why would be to give far too 
much away.' 




"These gates are the entrance to 
one of the final levels." says Rico, 
"only accessible when you've con 
quered all of Britain " Basically, 
you have to be the last man stand' 
ing to get in, and so some pretty 
nifty work with the old throwing 
knives is necessary beforehand. 



animation featured in Flashback, it's 
very difficult to readjust to the likes 
of Impossible Mission 2025 (to name 
a game at random) which in com- 
parison looks remarkably unrealistic. 
How will the final section of King of 
Thieves shape up? 

" I've experimented with rotoscop- 
ing a long time ago." Rico reveals. 
"It's nice, but it's very hard to tie all 
the frames together. You get one 
sequence of frames when he's walk- 
ing, and then one when he's jump- 
ing; but tying those two together so 
the character moves fluidly is very 
difficult. I was very impressed with 
what Delphine did with Flashback. 
They spent an awful long time doing 
that, and I'm aiming to do something 
as good lot King of Thieves. 

"But I'll admit to you — and I'll 
admit to everybody now — that 
doing sprites is just not my forte. 
Backgrounds, scenes, pictures and 
large animations yes, but tiny sprites 
no. We've got a couple of other lads 
at the office doing graphics; I'm 
going to have a word around and see 
if there's anybody who can do the 
sprites tor the game. 

"At the moment they're looking 
very flat, and we've got to do some- 
thing so they actually fit in with the 
background rather than standing out 
from it, That's one of the things I 
want to do this week." 

Surely, though, if Rico can produce 
artwork like this around the page, it 
can't be too hard to knock up a few 
sprites. Can it? "There are so many 
things in sprites which have to be 
spot on," he says "Take the face, for 
instance. To get someone with a 
heroic-looking face in about six pix- 
els is 3 bummer. There's also the 
human-tike movement within a few 
frames, so you've got maybe four or 




"Well, Macbeth had wKches to 
advise him," says Rico, cryptically 
You can see the resemblance 
between the sketched witch and 
the coloured face* we printed two 
months ago. These sketches are all 
to be completed and painted up 
In 256 colours — so we'll try to 
bring you them next time- 



five frames to play around with in 
any direction. We're definitely going 
to have to increase that, though, 
because it just isn't enough. 

"And then there's the angle that 
he's standing at. You're looking at 
him from a 45 degree angle from 
above, so he's going to be foreshort- 
ened. And I really do want to avoid 
those really horrible short fat little 
blokes you end up with in many 
video games. I want him in realistic 
proportions, but still looking right. 



WINDSOR DAVIE5 

It was about this point that I remem- 
bered I was having a fine chat with 
somebody in Sweden. Obviously, you 
may be forgiven for thinking, but 
normally when you speak to some- 
body in Scandinavia or wherever, 
their English is slightly damaged, if 
not entirely broken. Rico's English, 
however, struck me as particularly 
bloody good. Better than mine, some 
might say. 

"I am English, you fool!" laughs 
Rico. Oh, how embarrassing. "I've 
been living out here for, oh. god 
knows how many years. I had been 
working with Andreas for a couple of 
years before we'd even met, and one 
day we thought it was about time we 
got together — so I came out here. 

"We had a terrible party that 
night; or a big party, anyway. I met 
my girlfriend there, and I thought: 
'Wow. I'm staying.'" 

From next week onwards. Rico and 
Andreas are to be working on the real 
core of the game: the strategy sec- 
tion. In a couple of months' time, 
we'll bring you part three of the Work 
in Progress, by which time the whole 
game should be shaping up pretty 
damn nicely. 

See you then, er, thenl f# 




This rather, ah. so/id-looking man is 
Andreas Tadic, who we'll be speak- 
ing to quite a lot for the next Install- 
ment of King of Thieves. Rico would 
like to mention that his state of the 
art birthday present, which Andreas 
bought him a week ago. was a VIC- 
20. With Frogger and everything. 




Strangely, Rico has never studied art 
formally. In fact, he used to be a 
builder. "I did go to study art. but I 
dropped out of the course after two 
weeks because It was crap. It wasn't 
teaching me anything. Just about 
everything I've done I've taught 
myself." Including, it seems, the 
curious ability to grow small plants 
out the top of one's head. 
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Yes, Brighton Fans, it's another football management game. Simon Byron makes a 
herculean effort to remain interested. There will be no 'it's Premier Manager and this 
time it's three' joke. Shame. 
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know we go on about it endlessly, 
but Premier Manager 2 has sold 
billions of copies. And it's still in 
the chart*, a yea>*fter its release. 
Just who is buying it? It's getting no 
additional publicity, no coverage in 
magazines (except (or our recent 
compo, of course) but still Some 
Amiga owners are meandering down 
to the shops, gawping at the shelves 
stacked full of software and thinking: 
"Hmm, well I can either buy Ruff 'n' 
Tumble (out now), Aladdin (out 
soon) or... Premier Manager 2 (been 
out for yonks)." 

In fact, I reckon that one in every 
two Amiga owners possess a copy of 
this game. And to prove it, I'm going 
to do a bit of research. I'm going to 
ring up a number at random and ask 
someone if they own a copy. Here 
goes (and all this is true). 
"Hello?" 



m 




PROiCCT: Premier Manager 3 
publisher: Cremlln 
DEVELOPER: Realms of Fantasy: 
John Atkinson (programming); 
Alex Kewln (graphics). 
INITIATED: February 1994 
RELEASE: November 1994 
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Surprisingly, John'* not a hug* foot- 
ball fan — It's his games-playing 
experiences thai lad him into the 
management genre. "I'm not really 
that 'into' football — I just used to 
play management games all the 
time, for some reason," he reveals, 
making my first sentence almost 
• •?dundant. 
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"Hello. I wonder if you caiHwfp "We changed the way the matches were shown in Premier M 
me. My name \S Simon Byron, Editor offers John, "and we're doing it again for PM3. In the first ga 
of The One, a computer games mag- P ictur « popped up at significant moments in the game. In the sequel, we 

«ine published by EMAP Image*, hn ^ "S^jSZ^JSSSSSi^ " """" "° m,, " t 

ringing around the country to try and 

work out how many people own Pre- A little inconclusive, granted, but a like that thing girls get every month). 
mler Manager 2. Do you?" worthy attempt at investigative jour- and now PM3. So how many has PM2 

"Who did you say you were?" nalism. I'm sure you'll agree. If that sold exactly? [Arnie]. before writing the original 

"Simon Byron, Editor of The One was you I spoke to then I'm sorry for "Er, you'll have to ask Gremlin." Premier Manager for Gremlin." 
magazine." hanging up, but you weren't exactly Okay, sod this then. It's obvious So why do yet another Premier 

"One magazine?" being helpful. And anyway — if it that everyone's being cagey, so let's Manager game? "There's a demand 

"The One. Do you own a copy of was you then why are you reading have a more in-depth chin-wag with for it, pure and simple," outlines 

Premier Manager 27 Its by Gremlin." The One? You claimed you don't our Johnny and find out a little bit John. "This kind of game is popular 

have an Amiga. (Obviously because of more about his background. because football is popular. People 
our cunning wit — Andy.). "I was a freelance programmer for always think they can do better than 
Anyway, one person who does a while, and the first management the manager of their favourite team, 
know quite a lot about the Premier game I was involved with was Multl- 'Their popularity may have some- 
Manager games is John Atkinson, player Soccer Manager." he reveals, thing to do with the fact that they're 
programmer of PM1 , PM2 (sounds "I worked on games for Zeppelin, all long-lasting games as well — you 



Is it a book?' 
"No. Do you own an Amiga?" 
"No." 

Know anyone who does?" 
"No." 

"Goodbye then." 
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The phone from the previous two games has been revamped. Now, 
owners are treated to a fantastic sampled "hallo'' when the call Is 

There are loads of samples for machines with 2Mb of RAM, but 
in t confident of squeezing them into normal ASOOs. 
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certainly can't 'complete' them as 
easily as you could an adventure or 
an arcade game. If you buy one then 
you can be sure you'll be playing it 
m several months' time. 

"It's amazing how much corre- 
spondence both Premier Manager 
games generated. We've had loads 
of people writing in and suggesting 
things we could do to improve the 
game, and we've read every one. The 
main differences are in the tactics, 
in PM3 you can specify exactly where 
you want every player to play. The 
pitch is made up of 15 zones, and 
you can place players wherever you 
want. You can even give them addi- 
tional instructions — such as where 
to pass to and stuff like that — 
which gets you much more involved. 
You've also got to watch 
out for aggressive play- 
ers and strict referees. A 
combination of the two 
will result in an 
increased number of 
bookings. 

"Bad challenges and 
stuff are calculated like 
this: you've got varying degrees of 
referees, from soft to hard, and a 
certain amount of aggression. The 
game looks at these two values and 
performs certain calculations, taking 

"Xo consideration an element of 
chance. At its simplest level, a play- 
er with low aggression has, say, a 
one in a hundred chance of being 
booked, whereas a player with high- 
er aggression will have a one in 30 
chance of being booked. Or some- 
thing like that, anyway." 

for the first time in the Premier 
Manager series, you'll be helped in 
your role by an Assistant Manager. 
He takes care of the less important 

— atters. such as sorting out the 



Right: 
Mmm... so 
that's where 
Matt 's beard 
has gone. This 
referee (one of 
many) isn't partic 
ularly lenient and 
treats harsh tackles w 
a card of some sort. 
Important events are detailed using 
these pop-up pictures, whilst the 
rest of the match is portrayed with 
the little men on the pitch who 
move about, showing you a more 
general picture. 

sponsorship boards and dealing with 
the day to day stuff that proper man- 
agers don't bother with. Of course, if 
you feel you can tackle everything on 
your own, then simply switch him 
off. If only life was like that. Nuttalll 
Where's your 
switch? 

"When you first 
meet your Assis- 
tant Manager, he 
trains your squad 
up so that you 
don't have to 
mess around too 
much before getting into the sea- 
son," explains John. "He'll also deal 
with injuries, and even sack players 
he feels aren't performing to the best 
of their ability. 

"He is there to help," clarifies 
John. "He won't sneak around 
behind the scenes changing things 
you've already set." 

Premier Manager 3 will, as is usual 
for these games, be as up-to-date as 
possible ("the final details will be 
input the week before release," 
offers John) and will come with more 
statistics and stuff than any of the 
previous games. But how will it 
stand up against its competition? 
"We're not worried," he grins. 
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Who is this? 

55 

A woman on the phone 



"We obviously pay a 
lot of attention to the 
other games, but I 
think there are 
enough differences 
between them all to 
warrant purchasing 
more than one. Pre- 
mier Manager appeals 
to a wider audience 
than Championship 
Manager because it's 
a lot more user-friend- 
ly. Also, the Champi- 
onship Manager 
games are quite slow 
because they're writ- 
ten in C The PM games are 
written in 100 percent 
machine code, so 
they're a lot 
faster." 

If you 
played our 
amazing 
Sensible 
World of 
Soccer 
demo last 
month then 
you'll know 
all about the 
managerial 
aspects Sensible 
Software is sticking 
into is all-conquering footy 
game. Is John worried? 

"We always come off second best 
to Sens!," he concedes. "Last year 
Cannon Fodder prevented us from 
being Christmas Number One. This 
year, it sounds as though things will 
repeat themselves." 

Football management games are 
difficult beasts to improve upon. At 
the end of the day there are only so 
many new features you can put In 
without making 
the game overly 
complicated. 
After all, at the 
heart of the 
game is a simple 
program which 
generates scores 
based on ran- 
dom elements, 
coupled with 
the player's 
decision; and 
anything on top 
is merely icing 
on the cake. 
Gremlin is confi- 
dent that Pre- 
mier Manager 3 
will be the definitive football man- 
agement sim, and if all the features 
it's promising are implemented cor- 
rectly then we could be looking at a 
three-figure review score here. How- 
ever, any faults the game has will 
undoubtedly be corrected in the 
Inevitable Premier Manager 4. 




Although Premier Manager 2 Is still 
riding high in the charts, John thinks 
that the release of this sequel isn't 
coming too soon. "Premier Manager 
2 was released last November, and 
Premier 1 was a year before that. I 
think people are ready for another 
game now. and just before 
Christmas is always a good time to 
release a piece of software." 
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John attempts to describe the differ- 
ences between this game and the 
original Premier Manager. "There 
are loads more tactics in Premier 
Manager 3, and, erm.,. ooh, I can't 
remember much about the first 
one." Hmm... This, then. Is the tac- 
tics screen, and you can clearly see 
the 15 zones in which you can place 
your players. 
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Just like in the first two garnet, 
ground renovation is almost as 
important as scoring goals. After 
all, there's no point getting your 
team Into the Premier League If 
your stadium can't accommodate 
the amount of fans flocking to 
see your all-conquering team, It 
there? 
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Take one very daft game, and one very silly new developer. Add the slightly bonkers 
Andy Nuttall to find out the details, bring to the boil and serve immediately. Hey presto! 
An instant Catfish straight from the, er v Ocean... 

PROJECT: Mutant League Hockey 



Catfish. Ocean. A fortunate link 
perhaps, but maybe the 
Manchester company would 
consider employing other developers 
which could happily swim in the big 
pond: Cod. Plaice, or maybe even 
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PUBLISHER: Ocean 
DEVELOPER: Catfish: Adrian 
Brown (Lead Programming); Paul 

Turbot? Thinking of a title for your Carpenter (Programming); Steve 

Packer (Graphic Conversion and 
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new games development house? 
Think again, that's my tip. 

"We are a new company." Catfish 
itself has only been going for about 
four or five months, and Mutant 
League Hockey is Adrian's first pro- 
ject. Adrian is one of Catfish's pro- 
grammers. He's never programmed 
a game before, but in his words 
"Other people around here have — 
our graphic artist, for 
instance, has done 
lots of public 
domain things and 
a few games, and 
of course, most 
of our pro- 
grammers 
have done a 
few games 
in the past." 

Mutant 
League is 
hockey, but 
instead of just 
players, like in a 
football game 
you have foot- 
ball players, in 
mutant 
league you 
have trolls, 
skeletons 
and robots. 
Each has its 
own character- 
istics: the larger 



Sound FX); Stuart Collier (Nuslc); 
Andre Nadin (Business 
Management) 
INITIATED: June 1994 
RELEASE: November 1994 
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'The intervals between the 
games stars a character 
called Zambodie. who 
is a big green slug." 
explains Adrian. As 
you can see, folks. 
"After the whistle 
blows, he comes on 
to the ice followed 
by a woman who 
whips him as he eats 
all the debris left on 
the rink." Nice. 




As well as the brutal on pitch action, you can also go into a 
separate fight sequence, which is "quite nice," It you listen 
to Adrian. "If you lay Into someone without a weapon all 
you can do is punch them, and if you repeatedly punch 
them enough times the screen changes to a side-on fight. 
The two characters are now half-screen sized, and you can 
punch your opponent that way instead." 
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ally faster than the others, 
but they're more prone to slipping 
up on the ice, for example. 

"You get an assortment of 
weapons thrown onto the pitch from 
the crowd: chainsaws, maces, that 
sort of thing, which you can pick up 
and use against your opponents." 
describes Adrian with aplomb. "To 
get the puck you can either charge 
into your opponents and hope you 
knock it free, or you could pick up a 
weapon and hit them with that. Each 
character has its own energy levels, 
so after you hit them a number of 
times they literally explode, with 
blood and guts flying all over the ice 
ones are slower, rink." Hmm. I think I see a certain 
the robots familiar pattern forming. So, parents 
are usu- take heed, this is not a nice game. 



PUCK OF POOK'S HILL 

"It's basically blood and guts-type 
stuff, but it is good fun to play as 
well. Providing you don't want a 
really serious game of hockey, that 
is." Adrian adds, cautiously. "You can 
obviously do all the things in real 
hockey; like scoring goals and stuff, 
because that's a legitimate way to 
win the game," 

The other, perhaps illegitimate, 
way to win the game is to massacre 
all your opponents, which ends with 
you chalking up a win by default. "I 
always go all out to annihilate the 
other team. When they drop down 
to two players remaining, they have 
to forfeit the game; and that's defi- 
nitely the most fun way to play it." 

Obstacles include holes in the ice, 
which are caused by players running 
into a mine which then explodes. 



Other players can then fall under the 
ice, so it's easy to lose players that 
way — or you can even push your 
opponents in! "There are sharks 
which go around under the ice. and 
you can trip over their fins — and of 
course the dead bodies remain on 
the pitch, which adds to the melee." 
Adrian is really revelling in this you 
know. I can tell. 

So is there a story, or is it just the 
case that there are these weird 
beings playing hockey? "As far as I 
know, it's just the case that there are 
mutants playing hockey," Adrian 
fumbles. "Hang on. somebody's 
shouting me... oh, apparently it's 
after a nuclear war, and that's why 
they're all mutants." 

It's no good, I can't stand it any 
more. I've just got to ask. Is Catfish 
familiar with Millennium's Brutal 
Sports series ol games? "I have 
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m+< i d them." admits Adrian. "But 
r i «wic difficult to compare them 
e»*r Mutant League, because apart 
ton being violent and on a sports 
**■<! they're quite different." 

IMA* the Brutal Sports games, 
«*<h battle different teams repre- 
wang the same type of animal, the 
•fecavte League teams are made up 
*o*i a number of different species; 
■f species' is the right word for 
robots and suchlike. You might get 
skeletons and trolls fighting for the 
cause, for example, so inter- 
raoal harmony is the order of the 
oay. "There are 23 different teams, 
so of course we have some teams 
containing just one race — the Ter- 
Mnator Trolls are. rather obviously. 
ju« trolls." 

Sadly, though, there is to be no 
buying and selling between teams, 
to make up your own personalised 
gang of ruthless mutant thugs. 
Instead, the 23 teams are set at the 
start, and you can take on any one 
of them in a race to kick heads. Adri- 
an kicks in once more: "Different 
teams have different abilities; the 
better they are the faster they move, 
but the more feeble ones begin the 
game replete with weapons. 

There are no real management 
options, no, but you can act like a 
Manager and swap around your 
players during a time-out. Also in the 
time-out, you can tell your 
; ayers to Initiate a spe- 
cial play, which could 
be 'kill goalie', 'armed 
and dangerous', 'kill 
referee' or one of a 
number of others. If 
you select 'kill goalie', 
tf*en during the next 
period of play you can 
activate the special play 
and all your players will 
kick in your opponent's 
goalie until he dies. Obviously that 
then gives you an advantage while 
you're waiting for a new goalie to 
come on to the ice! 

"You can bribe the referee as well, 
of course," he adds. Oh. naturally. 

iyers can be penalised for any- 
thing from excessive violence to ter- 
— 'nation penalties. But, if you can 
><ft up money which is thrown on 
lo the rink along with the weapons, 
then providing you've got enough 
■onty you can bribe the ref to send 
one or two of the enemy players off 
lor stupid things — like skating on 
•w tee. for instance!" 



PUCKISH GRINS 

For the Amiga the boys are making 
two versions: one for a 1Mb A500, 
and a 1200-specific. Also, although it 
Wasn't been decided yet. they might 

ng ii for the CD32 as well 

"The A1200 one's got more fea- 
■jfft* than the other, simply because 



there's more memory to play around 
with," Adrian enthuses. "On the 
A500, for example, we couldn't fit 
the action replays in; and there 
wasn't enough memory to fit all the 
skeletons, the trolls and the robots, 
so you just get two of the three at 
any one time. 

A1200 owners will be lucky 
enough to find features like the 
'demon goalie,' which is a mutant 
goalkeeper sitting by the goal, con- 
tinually opening and closing his 
mouth. You can only score when his 
mouth's closed, so you have to be 
quick — but if you do it he'll start to 
writhe around and eventually 
explode. "The A1 200 game's 
also got action replays, 
which you can select 
during the game or 
In an interval," Ade 
adds. 

"We also had 
to cut out half the 
number of sprites 
to conserve mem- 
ory, so when a 
player turns around 
it's actually the same 
sprite reversed. It's a bit 
slower this way, because 
the computer has to flip the 
graphics itself as the game pro- 
gresses — but if we hadn't done it 
this way, we could never have fitted 
it into an A500. As it is we've 
had to cut out a lot of 
the 'in-between' 
frames as well." (sob). 

On the A1200, just 
to cap all the added 
extras, Catfish has 
decided to make the 
game hard drive instal- 
lable, and also bring in 
a couple of features 
which Adrian describes 
as "hard drive extras." 
Basically, he means some of the fea- 
tures which had been cut on floppy 
to avoid excessive disk-swapping can 
be included on a hard drive. 

"In the disk version, to keep the 
game going it doesn't go to the pop- 
up screen every time you score a 
goal," he says. Fair enough, because 
I'm sure you would agree it would 
be awful to have to swap disks every 
time you score. "With the hard 
drive's quick loading speed we've 
been able to put them back in 
again." Excellent. 

Thankfully, at last Amiga owners 
will get a game which is actually 
enhanced for the hard drive — and 
about time too. Sadly the A500 ver- 
sion will be floppy-only, because of 
memory restrictions. Of course, time 
alone will tell if Mutant League Hock- 
ey proves to be a good game. But 
there's a new company in the Amiga 
ocean, and Catfish could be a name 
worth, ah, hooking in the future. 





To squeeze the graphics into the ASOO, Adrian had to 
write a routine to compact them all, and then extract 
them in real-time as the game plays. "The A1200 ver- 
sion's got enhanced graphics, with more colours and 
stuff," he explains. "When we got the graphics from 
the Mega Drive there was nigh on 2Mb of them, just 
for the players. That's before we added in the ice rink, 

the pop-ups, the puck and the goal." 
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Originally, when Ocean approached Catfish to write the game, it was going 
to be for the A1200 specifically. Then Adrian found he could fit a cut-down 
version Into an ASOO plus or an A600, with their 1Mb of chip RAM, but 
problems occurred with the A500. as he describes: "The original ASOO only 
has half a meg of chip RAM, and half of fast RAM, and you can't normally 
store graphics and sound in fast RAM." Thankfully, they got around it and 
all's now well. 
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The cackling skeleton character 
Is the Organ Grinder, a shad- 
owy figure who doesn't 
really do very much, and cer- 
tainly doesn't grind any organs. 
A missed opportunity, methinks. 
He simply lobs the puck into play, 
and then buggers off (I think 'bullies off' is 
the term you're looking for Andy — Harry.). 
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God, is there any end to these stupid head- T™*^.,**!* **!* , M - 

lines? As long as there are games, and Andy ? u £y.?.?!™:.H*?!?. - 

Nllttall, then it WOUld appear not- Thankful- DEVELOPER: Denton Designs: Richard Beaver., ion Heap, Roy Ban- 

ly this one, at least, has something vaguely 
to do with the subject matter. 



Chatting to you about the ins 
and outs of racing games in 
the pages of The One is 
becoming something of a habit. 
Overdrive. Skidmarks, Turbo Trax. 
The Big End... ooh, and all the other 
ones. And that's just this- year. 
^ ,-US-Gold is currently parading its 
'new' racing game up and down the 
media catwalks, with the proud 
boast that it does, yes, offer some- 
thing which the others don't. And, 
at first glance, I'm inclined to agree. 

The cars, for a start off, were cre- 
ated using a- rendering package 
called 3D- Studfd*. Using between 
32,000 And 42,000 faces (polygons) 
to mafce the model of each car, the 
models were then reduced to the 
size required for the Amiga. Stuart 
Hibbert of US Gold talks us through 
the game. 

"At the moment, on the Amiga 
the cars are roughly 48 by 48 pixels, 
but we're going to increase that. 
Each car is made up from 96 frames, 
which gives a very smooth anima- 
tion, and the front wheels are dif- 
ferent sprites, so they independent- 
ly of the car." 

The wheels turn! Watching them 
is a weird experience — K's almost 



like as a child when you have those 
little model cars with a working 
steering wheel, and seeing the 
wheels turn for the first time. Child- 
ish, but — hey, it's never been done 
before with a computer game. "The 
wheel turn is very useful, especially 
when you're reversing — so you 
know exactly which way the car will 
turn," Stuart adds. 

Still with the emphasis on realism, 
the development team, Denton 
Designs, has also gone to town with 
the sound effects, which were pulled 
from a vast effects library. "We're 
using a library of several thousand 
sound effects, to come up with the 
most realistic ones," he explains. 
"Originally we spent quite a bit of 
time trying to record them ourselves. 



Right: Stuart: "There are lots of dif- 
ferent weather conditions: you can 
have fog, snow and rain, as well as 
both day and night time racing. At 
night you have to switch on your 
spotlights, and if they are dam- 
aged you will see them flick 
ering on and off. That's 
another thing you need 
to think about repair- 
ing, especially if 
you're entering a 
night stag*." 



nam (Programming); Andy Noble (Additional graphics) 
INITIATED: April 1994 
RELEASE: December 1994 
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"There are quite a few differences in our game to the normal racing games, 
simply because ours simulates rallying," boasts Stuart. "You usually hit 
fire to accelerate, left and right to turn, and that's your lot. With a rally, 
ft also brings in the likes of pendulum turns, handbrake turns and 
power slides." And killing cameramen, it seems. 



but the quality just wasn't good 
enough. So, we went to a specialist 
sound library instead." 

'Yeah yeah yeah,' you say. 'I've 
heard it all before.' Well, perhaps in 
this case US Gold has spent a lot of 
time not only on realistic 
graphics and sound, but 
also on the behaviour 
of the cars. "Early on in 
the project, we took 
time out to go on a rally- 
ing course. We'd all seen rallying on 
the telly, but none of us actually 
knew how a car would behave," 
admits Stuart. "So we went 
down to the Forest Experience in 
Wales, which is a rally school, 
and we spent one or two days down 
there learning from professional 
drivers. We had already starting cod- 
ing the game, but when we came 
back from Wales we threw most of 
the code for the handling 
out of the window, 
and started again. 
The way it han- 
dles now is 
very close to 
the real 
thing. 

"The Pen- 
dulum turn, 
as I've just 
looked it up, is 
where you 
change the atti- 
tude of your car by 
steering away from the cor- 
ner, and then, at a critical point, 
turning the car sharply into the cor- 
ner. This will cause the rear end to 
swing out, because grip is lost from 
the rear wheels. It's a good way to 
get around tight bends while, if 
you're very practised, keeping a high 
level of revs and as much grip as pos- 
sible." Sounds very like The Sweeney, 
if you ask me. 

"The Powerslide is like the Pendu- 
lum turn, but without the need to 
steer out beforehand. This can be 
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useful if you're negotiating a series 
of tight or fast corners." 

STIC OF THE SUMP 

Powerdrive offers a choice of six dif- 
ferent cars, which become available 
to you during the course of 
the game. Split up into 
three groups, you start off 
in group N. which effective- 
ly stands for Novice class 
(although it's still bloody hard, 
can tell you). "The 
two cars here are 
the Fiat Cinque- 
cento and the 
Mini Cooper," 
says Stuart. "You 
begin the game with $28,000, and 
the Mini costs $25,000 while the Fiat 
is $27,000." 

As you progress through the 
game by winning stages, you'll win 
prize money which you must first 
spend on repairing your car. The 
major things which can go wrong 
are the tyres, the gearbox and the 
engine, and depending on the con- 
ditions different parts of your car 
can wear out more quickly. "The 
damage will affect your car's perfor- 
mance, so should your shocks break 
and you go over a bump, then you'll 
still be bumping halfway down the 
road. If you're engine's worn, then 
you won't be able to get up into the 
higher gears — so it will all affect 
your performance." 

Sadly, although the movement 
and behaviour of the car is astonish- 
ingly realistic — behaving as near to 
a rallying machine as you'd imagine 
(and I know, because I've played it) 
— there aren't any realistic and gory 
crash scenes where the car leaves the 
road. "At the very start of the pro- 
ject we tried to go for as much real- 
ism as possible," Stuart reiterates. "I 
think people prefer to race in a car 
which they can relate to in some 
way. Rather than, as some other race 
games have done, have minute cars, 
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fbe headlights cre- 
ate circles of light) 
m. in front of the , 
cat. Urn, oh great... 
here comes Stuart: 

"We're using three 
translucent circles, 
because although 
cone shapes would 
be more realistic the 
circles are easier to 
make and quicker 
•or the computer to 
tfcaw." Phew. 



or fantasy-based cars, we reckon 
people want realism. 

"To that end we approached six 
different manufacturers to ask per- 
cussion to feature their cars. One of 
r-e things that came up, though, 
Mas that none of them wanted to 
see any of their cars crashing. Most 
-otably, one of the manufacturers, 
arhich I won't mention, had just seen 
> very serious accident with one of 
■-eif drivers; so understandably they 
wanted us to steer clear of crashing. 
t>. as it were." 

Even though US Gold promised 
•ach manufacturer a 'no crash' poli- 
cy, some of them still took some 
coaxing to hand over the use of 
copyright; but in Stuart's words: 
Some of them were really "Yes! You 
can do it.'" Once the keen boys were 



"Also because if s rallying," Stuart continues, "you get to race 
through a multitude of different types of terrain: Tarmac, sand, 
ice, gravel and... er, quite a few others. This gives us the opportu- 
nity to include a variety of backgrounds, and each obviously 
gives a different feel to the car." 





Right: The 
Special Stage 
involves you leg- 
ging it (or, at 
least, wheeling it) 
from one set point 
to another in the 
shortest possible time. 
Obviously the Celica and 
partner will stand more chance In 
the speed stakes, but the smaller 
cars have the advantage of, ah, 
being small. Oh god, this isn't going 
very well, is it? 

on board, it was pretty simple to 
rope in the others. 

"Basically, then, if you hit a tree or 
some other obstacle, your car will 
come to a stop," says Stuart. "Which 
means that if you incur any damage, 
you can still carry on — but the actu- 
al graphics of the car don't change. 
When you crash bits of debris fly off 
your car. but the look of it isn't 
affected." Shame. 

Continuing on the car line, after 
you've gone through the first two 

And this "different feel" obviously 
includes careering off a muddy road 
into a nearby hedge... 



or dangling 
precariously over 
■ precipice. 
Actually, if this 
■•ere the Mini 
Cooper, it would 
be kinda reminis- 
cent of the end 

the movie The 
nalian Job. with 
MUiey Caine. 
Except without 
?»*e snow. 
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rounds you'll be offered the chance 
to upgrade your car. If you've picked 
up a lot of money, you can then race 
in a Renault Clio or a Vauxhall Astra. 
At round six you'll again be given 
the option to upgrade, this 
time to Ford Escort Cos- 
worth or a Toyota Celica. 
. k "I think that probably 
the best car, both in 
terms of size and per- 
formance, is the Clio," 
says Stuart. "As long 
as you're a good 
enough driver, you can 
beat the computer players 
in their Celicas and Cos- 
worths simply because it's small 
and it's got loads of power." Hmm, 
strikes me that Mr Brown might just 
be 'sponsored' by Renault. Or is that 
just me being Mr Cynical? 

"Basically we've tried to go for a 
broad range of cars, to appeal to the 
world market. The Mini is there for 
reasons of nostalgia, more than any- 
thing — and perhaps because our 
Marketing Manager is really crazy 
about them. The Cinquecento is quite 
big in France, and indeed it's got its 
own rallying competition over there, 
which they're thinking of bringing to 
the UK." C'est formidable, non? 

VILLAGE POND 

Talking of France and that, the rally 
season takes you on a tour of the 
world's top spots, each as 
close to the real thing as 
possible. You start off in 
Monte Carlo, which is a tar- 
mac-based course. Then 
there's Kenya (hot. dry sand); 
Sweden (ice and snow on 
gravel); Corsica (wet tar- 
mac); Arizona (dry); Fin- 
land (cool); and Aus- (J M 
tralia (hot and humid). 
The final track is Great' 
Britain, which can have 
every different type of 
weather condition; cold, wet, with 
some snow, ice and fog. Apparently 



Great Britain's the hardest level to 
complete; but there are plenty of lev- 
els to get through before you get 
anywhere near dear old Blighty, as 
Stuart explains: 

"It's broken into two sections, so 
you get five tracks in the first section 
and four in the second. There are 48 
courses throughout the game, and 
they are massive in size. To play from 
start to finish, qualifying for each 
course, would take you about three- 
and-a-half hours. 

There are three different types of 
course. First, a Special Stage, where 
you race from A to B along a prede- 
termined route in the quickest pos- 
sible time. If you're too slow in a par- 
ticular course, then in a single-player 
gam* you'll have to repeat H until 
you qualify. On a multi-player game, 
you'll qualify but you won't pick up 
any points. 

"Second, the Rally Course is a sin- 
gle circuit raced against computer- 
controlled cars. At first the cars are 
pretty lenient, but as you progress 
they get tougher — a pretty stan- 
dard sort of racing game. 

"The third type is the Skill Test," 
continues Stuart, "which isn't strict- 
ly a rally competition but we 
thought it would be good fun. This 
section is to be featured on TV's 
Gameimaster and Games World, as 
a competition for the challenges. The 
idea is that you're driving 
around a course which is 
designed to test your 
driving skills. You might 
have to use your hand- 
brake to turn around into 
a space, from which you'll have 
to reverse around some cones, 
and things like that." 
Enough for the hardest drivers 
then, it would seem. All will be 
revealed next issue when we bring 
you a full review — and you can 
check it out for yourself In early 
December when it's released for 
both the A500 and CD32, each 
priced at £29.99. 
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Arrgh! Those rotters at T< 
pants off Amiga gamers Ifltf 
Si 



ou l#mJNl^n yourselves, you 
. ^ow Team 17 unleashed 

I Alien Breed onlo a games- 
hungry public way back in 1 992 and 
you lot bought it by the boxful. Then 
came the Special Edition — essen- 
tially more of the same — and you 
lot bought it by the boxful. Next, a 
'proper' sequel was developed and, 
yes, you lot bought it by the boxful. 
And now, almost a year on from 
Alien Breed 2, Team 17 announces 
the imminent release of Tower 
Assault. Which you lot will buy by 




re out to scare the 
t Alien Breed 
le. V 
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Alien Breed: 
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There are over 
276 ways to 
complete the 
game! ■ ■ 

Alan Bunker J J 
Team 17 




the... You've got the idea. Still, you 
could do worse. You could be buying 
crap like World Cup Soccer '94. Oh. 
you are. Watch out for World Cup 
Soccer '94 special edition, with — 
yes! — a hint of payability, in the 
shops soon. 

Whereas Alien Breed Special Edi- 
tion was basically a data disk with 
more missions and a few tweaks 
here and there, Alien Breed: Tower 
Assault is almost an entirely differ- 
ent game. "This certainly couldn't be 
called another data disk." says Team 
17's Alan Bunker. "Marcus [Dyson] 
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Tower Assault 

PUBLISHER: Team 17 
DEVELOPER: Andreas Tadic 
(original coding); Rico Holmes 
(original graphics); Stefan Boberg 
(additional coding): 
Tony Senghore (additional 
graphics). 

INITIATED: April 1994 
RELEASE: November 1994 



and myself were ini- 
tially very con- 
cerned when 
Martyn [Brown] 
announced 
that he want- 
ed to do 
another Alien 
Breed game. 
So we sat 
down and 
brainstormed 
for a day or so 
and produced a 
comprehensive list 
of new features we 
wanted to include. The 
result is what you're going to get. 
This is one of the advantages of 
working at a place like Team 17 — 
everyone can have their say when it 
comes to suggesting new ideas. It 
encourages creativity." 

This list of 
new features 
is impressive. 
And I should 
know because 
I've seen it. 
Among other 
things, you 
can expect 
radioactive 

"Have you 
seen Mrs 
Otter?" atked 
one of the 
wood elves. 





The sun 
shone, and 
the air was 
full of bird- 
song... 



levels (as fea- 
tured in last fab 
month's coverdisk) 
multiple exit points, 
destructible walls, alien generators, 
and the ability to shoot 'Player Two'. 

"There's a retreat feature in Tower 
Assault," offers Alan, "which works 
best when used with a joypad. Basi- 
cally, it enables you to walk back- 
wards whilst shooting in the oppo- 
site direction, so when two people 
are playing it means they can work 
really well together. The ability to 
shoot the other player has come as 
a consequence — although it's best 
to assist each other, you can also try 
to blast each other's brains out." 

Charming. Talking of blood and 
gore and guts and brains, Alien 
Breed 2: Tower Assault will come 
with an all-new ELSPA sticker pro- 
nouncing that certain aspects of the 
game are deemed unsuitable for the 
under 15s. 



"We're not deliberately going all-, 
out to shock," explains Alan, "bud 
we are using the dead civilian graph-, 
ics we intended to use in the original 
game. I don't think sales will suff-: 
as a consequence. 

"On the A120G, we've also got 
more realistic alien sounds to mala 
the game more scary." continues 
Alan. Er... how can you have more 
realistic alien sounds when no-one'i 
heard one? "Okay, we've re-record- 
ed the sounds by shouting into a 
microphone a lot." 

Some criticised Alien Breed 2 for 
being too linear; there was only one 
way to finish each level and playing 
soon became monotonous. "We've 
listened to those comments and 
changed things accordingly," says 
Alan. "This game is much more open- 
ended. Indeed, most levels have mul- 
tiple exit points and there are over 
276 ways to complete the game!" 

With Tower Assault looking like 
being the ultimate Alien Breed 
game, surely this must be the end of 
the road for the series? Will there b< 
an Alfen 0reeo* 37 "Er... no conv 
ment," mumbles Alan evasively. Q 
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HOW DO WE DO IT? 

At The One we believe that a picture speaks a thousand words. Each review begins with a 
sftort introduction, telling you what sort of game you're reading about and outlining the 
xrt. Then we follow that up with illustrations, maps and diagrams accompanied by 
^formative captions that demonstrate every aspect of the gameplay. Finally there's the 
■indict where we explain the game's good and bad points in detail, so that you can work 
whether the game's for you or not. Though a review is written by one person, the whole 
plays every game reviewed and the Verdict and scores are based on everyone's input, 
on years of research this is, quite simply, the best game reviewing system devised by 
i Probably. 



THE VERDICT PANEL EXPLAINED) 



Dicey shows you clearly which 
A-.ga - A500/600, A1200 or CD32 - 
- - ' game is being reviewed on. 



panel indicates who is pub- 
»*hing and who created the game, 
•long with essential info such as 
how much the game costs, when 
m% be released, the control sys- 
iem(s) used, how much memory 
row Amiga needs to run It, how 
disks it comes on (and there- 
how much swapping you can 
anticipate) and even whether you 
cm install it onto your hard drive. 



nws percentage indicates not only 

well-drawn or animated the 
fraohics are, but also how well 
They complement the game. Some 
|M>i i, look great in static form 
btfi may be slow and jerky 'in the 
f which will be indicated by a 
-than-expected Graphics 



As with Graphics, the Sound score 
•w»"t based purely on the quality 
•* the tunes and sound effects, 
bwt atfso on how well they 
■■a>anc> the game. For instance, 
a* ai^guns-blaiing shoot-'em-up 

a silly bouncy jingle wouldn't 
se here. 




Payability, which we hope will 
soon be incorporated into the 
Oxford English Dictionary as a 
'real' word (write to your MP!), 
indicates how easy the game is to 
get Into and how much fun it is to 
play. Things like poor control or 
cluttered screens will take this 
score down. 



Another 'new' word, Instability 
indicates whether you're likely to 
finish the game in a day or a year, 
and also whether the game is one 
you're likely to keep returning to 
time and time again. It's a rather 
important mark, especially with 
games being so expensive. 



The Overall score Is the definitive 
guide as to whether a game is 
good or bad. It takes into account 
many factors other than the four 
main ones listed above, which Is 
why it's not simply an average of 
those scores. Anything scoring 
85% or above is considered an 
essential purchase. 



A1200 



The Amiga family is even bigger 
than ever now, with people able 
to buy AS00/600S, A1200s and 
CD32s. Here's where we'll tell you 
about how the game runs on the 
machines not covered in the main 
Verdict panel, as well as whether 
any enhanced or cut-down 
versions of the game are planned. 



SIMON BYRON 

The office seemed more quieter- 
er than usual — its grammar was 
worse too — but no-one noticed. 
The team milled about aimlessly. 
Suddenly the phone rang, shat- 
tering the silence like a glass 
brick falling off something quite 
tall. "Hello." mumbled a familiar 
voice. "I'm leaving you." The 
receiver slipped into its cradle, and lo! The air was 
full of vibrant song. Simon was no more. The slag. 



1 






hooray, hooray, 
hooray, hooray, h 




ANDY NUTTALL 

News of Simon's departure has 
obviously affected our Andy, 
badly, for he was close to tears 
when we asked him for a few 
brief words. "I can't believe it," 
he wailed. "Every night I've been 
praying for this, and now it's 
finally happened. Maybe there is 
a God. Land of my fathers, Ian 
Rush and Bread of Heavent Right, that sheep-steal- 
ing git Matt's next on my list." 



HARRY ATTRILL 

Although Harry's usually a dour 
kind of bloke, the sides of his lips 
turned up when he heard the 
awful news. Then his beaming 
white teeth emerged like the sun 
piercing a cloudy sky. and his 
tongue, dripping with saliva, 
began throbbing. That bit that 
dangles from the back of your 
gob began wobbling like a big fat jelly. "Good," he 
boomed. "Very good indeed." 



I V| J0 WINSL0W 

A lear appeared in the cornel o4 
'. Jo's eye when Andy broke the 

«w news As it trickled down her 
H lovely smooth cheek, it began 
rjj glowing, casting pools of light 
onto the wall. Eventually, it 
splashed to the ground. The 
earth began to shudder and 
- i — shake and a flower emerged. It 

had a few ragged petals on its 'head' and a pair of 
nobby spectacles perched where its 'eyes' should s 
have been. Horrified. Jo stamped on it. / 



R E 





Simon Byron, 

you have 
i been 
found 
f guilty of trea- 
son. You will be 
taken to a place of 
execution, and there 
your head shall be 
struck from your 
body. May David 
Pleasance have mercy 
on your soul. 



Circle: Level two sees Aladdin trying 
to locate the pieces of the scarab 
which gain entrance into the Cave of 
Wonders. It takes place in the desert, 
which is populated by sword-wield- 
ing guards and snakes (although the 
snakes don't carry swords because 
they've got no arms, obv). This level 
isn't really that difficult, but it does 
provide the opportunity to collect 
toads of gems and bonuses — all use- 
ful later on. 

the format and game were different. 

You see, back then I contemplated 
buying a Mega Drive. 

The game which almost persuad- 
ed me to become a member of 
And it's a cartridge which goes by the Sonic's gang was Virgin's Aladdin. 
name of The Adventures of Batman Yes, it was a platformer; yes, it was 
and Robin. It is, quite simply, the best nothing mind-blowingly original; but 
platform game I've come 
across. Ever. Better 
than Ruff 'n' Turn- 



Over the two-and-a-bit years 
that we've been together, I'd 
like to think we've become 
friends. We've had bad times, we've 
had even worse times. We've been 
through some lows, we've been 
through some, er. lowers. But one 
thing has united us all: our blinkered 
love of all things Amiga. Well, it's time 
I confessed something to you. 
I'm going to buy a SNES. 
Now I realise that the earth has just 
been jolted sideways as one million 
jaws collided with the floor, but there 
a perfectly good reason for this 





n 

ble. Better than 
Superfrog . 
Better than 

anything you could 
care to mention. And 
it's got Batman in 
it. I'm sorry. (Liar! 
— Eve 

It's taken a game like 
this to force me into buy- 
ing a console, and 
although it's a little extrav- 
agant K seems unlikely that I'll buy 
| another game for my new sys- 
\ tern. Partly because they're all so 
expensive, but mainly because 
fc^ most of them are pants. 

However, a similar 
fc. thing happened 
ate last year, 
hough 



played really well. On 
top of that. Aladdin 
— the movie — had 
just placed itself quite 
firmly in my top 10 
favourite films. 
Well, thank the Lord for the finan- 
cial trouble I was in at the tail end of 
last year (and I never thought I'd say 
that), because Virgin has finally come 
up with a version of Aladdin that I 
can play with a clear conscience. 
Coded by John Twiddy (who, 
incidentally, was responsible for one 
of my all-time favourite C64 games, 
\KARI Warriors), the game tells the 
story of Aladdin, 'a lad in' very deep 
trouble (Ha, haa! — Simon's Mui 
It's all because of the evil Jafar and 
his quest for power and riches. The 
game begins when Jafar discovers 
that the lovable street urchin is the 
only one who can enter the cave con- 
taining the magical lamp. What fol- 
lows is some of the most beautifully 
depicted platform action you'll 
encounter this side of Amiga heaven, 
as you'll soon discover. Q 



REVIEW 




So this it htm. 
then; the hero of 
the game. Aladdin 
has a large num- 
ber of moves at 
his disposal. He can walk, run. 
jump, throw apples, climb ropes, 
use his sword, somersault, mon- 
key-walk across rope bridges and 
duck. All these moves come com- 
plete with loads of animation 
frames, giving the game a truly 
film-like feeling. 
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The game Is structured In such a way that you're forced along a route filled 
with puzzles and dead-ends, but if you branch out and take time to eiiplore 
the nooks and crannies there are loads of bonuses and extra lives to be 
collected. The Aladdin heads are one-ups, while the genies (not shown here) 
give you more chances in the bonus game. 



The sword Is the best 
close-combat weapon 
but, surprisingly, chucking 
apples from afar is the 
most affective way of deal- 
ing with guards before 
they can get their hands on 
you. You've got a finite 
supply, though, so you 
must constantly replenish 
your reserves by collecting 
others which are strewn 
across each level. 
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here are several different kinds of guard patrolling the levels, and 
each has his own method of attack. And if you don'Ji believe me, 
take a look at this ugly lot. 

The Fat Bloke is no problem — 
just stripe him once and his 
pants come down. Then, whilst 
. he's checking out the size of his 
., packet, hit him again. When he's not 
showing off his shorts, he's chucking 
knives at you. 

Another knife thrower is this Thin 
Bloke. He stands in one place, impress- 
ing passers-by with his amazing juggling 
skills; but occasionally he'll lob one your way, which 
_ . can be avoided or deflected away. - - • 



This is the Bloke With No Father. He is without 
| a doubt the hardest of the lot — mainly 

because of the length of his weapon. If you 
V strike early, you can usually defeat him with- 

out taking a hit, but it 

takes three stabs before 
he disappears. 





The Bloke With A Basket On 
His Head Is nothing more 
than target practice. His disguise is pathetic and he 
moves like a... well, a bloke with a basket on his head. 

One hit should send him packing. 



CONTINUED OVER 
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There are several bonus levels in Aladdin, and each involves his pet monkey Locating the magic flutes is the key to getting through level three. There are 

Abu. The first one. shown here, is a single screen challenge where pots drop several baskets scattered around, and once a specific flute has been found 

from the sky. Abu has to avoid them or be kicked out of the bonus game. (one for every basket), a rope appears and whisks you to a higher part of the 

Gems drop periodically and can be collected by running over them, but per- level. The aim in this level is to find the thief who's nicked the other half of 

forming particularly well at this bit reaps the ultimate bonus — an extra life, the scarab. 





REVIEW 
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This level, entitled The Escape, is, quite frankly, a bugger. If 
ou~ve teen the film, you'll remember the bit where Aladdin 
-as to escape from the cave of wonders — all the time 
•voiding the volcanic rivers and fiery pits. It's blimmin' 
hard All the leaps need to be — yes! — pixel perfect (I 
haven't used that one for ages) but the worst things 
are these boulders which chase you along the caverns, 
iust like in Indiana Jones. But without Han Solo in it . 




...remove the fat 
man's trousers 
with your blade.. 
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THE VERDICT 

As you can see from the four pages 
plastered with screenshots, Aladdin 
is a gorgeous game. The main sprite 
is amazingly agile and each move is 
animated brilliantly. And surprisingly, 
even the enemy guards and creatures 
have been granted an equal amount 
of care and attention. It's safe 
to say that this film con- 
version has captured 
the feel of its movie 
parent better than 
any licence before, 
which is unsurpris- 
ing when you con- 
sider that Disney 
animators — arguably 

the best in the world — ■ J I Jt¥ HI 1 1 1 T V~ 
worked on the original Mega 
Drive graphics. Aladdin has shown 
that you don't need a CD machine 
and loads of FMV sequences to feel 
part of a film (although, to be fair, It 
Is relatively easy to create conven- 
tional sprites based on cartoon char- 
acters as opposed to 'real' people). 
The game design Is exceptional. 
You're generally forced along a set 
path, with areas only opening up once 
you've solved a simple puzzle, but branch- 
ing out and exploring hidden platforms will usually yield 
rewards. The music, too, deserves a mention — we've been 
singing our hearts out from the trtie screen theme ('A Whole 
New World' — complete with vocals) to the in-game tunes 
and ditties, much to Harry's disgust. If there Is one niggle, 
though, it's the game's length. There are 13 levels (includ- 
ing the small bonus ones), and I got to the ninth level with- 
in three or four goes. However, at the time of writing, I've 
yet to finish It — but I am expecting to pretty shortly — 
so this limited life should be considered before you buy. 
That said, I reckon that once I have finished it, I'll be play- 
ing it again. And you can't say that about many games. 
Thank Allah for Aladdin, that's what I say. Because this 
month, as you'll discover, there are some depressingly bad 
platform games. 
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At the time of going to press, there were no 
other versions of Aladdin planned. An A500 
version would be almost impossible, but we 
reckon converting it to the CD32 would be no 
problem. So get to tt. Virgin. 



REVIEW 




Look, let's stop pussy footing about. Is Black 
Legend's football game a botched attempt 
to steal a march on the imminent SUVOS, or 
is it, superficial resemblances aside, a 
completely different and superior game? 
Simon Byron examines things closely. 



Abova: Here's on* of the more lengthy animations. When a player is injured, a 
medic appears on the pitch and attempts to make him better. When he can't, 
a stretcher is bought on and the poor chap is carted off the field. This takes 
ages. In another animation (which we're not showing for reasons of taste), a 
streaker runs on and displays her square brown breasts. Yeah — really funny. 
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Whenever a software house 
produces a football game, 
reviewers like us spend 
ages trying not to compare it to Sen- 
sible Soccer. Problem is, though, 
when it comes to football games, 
Sensi is just so far ahead of its com- 
petition that comparisons^^ to 
whatever extent — are tn^Ptable. 
There is, after all, no point In owning 
countless football games if one and 
one alone delivers all the excitement, 
payability, lastability and enjoyment 
you could ever want. So different as 
World Cup USA '94. Manchester 
United Premier League 
Champions, and Kick 
Off 3 were (and 
are), at the end 
of the day the 
verdict was uni- 
versal: not bad, but 
not as good 
Sens! Soccer. 

The thing is. Black 
Legend's footy sim 
quite literally begs to 
be compared to Sensl. 
Why? Well for a start, at 
first glance it looks utterly 
identical. When we started 
playing it in the office, peo- 
ple kept coming up and ask- 
ing, "Ooh, is that Sensi 
World of Soccer?" before ad 
"Oh, hang on. No it isn't, is it?" 

At first glance Football Glory has 
taken the best parts of Sensl 
graphics, instinctive control, the 
smooth flow of play — and added 
one or two extra features includ- 
ing, a cynic might say, 'a hint of 





that Black Legend magic'. 

How did this happen? 
Remember that movie. 
The Fly, where Jeff 
Goldblum tried to 
teleport himself to 
another 'pod' and 
ended up half man. 
half fly? Only 
instead of getting 
its atoms mixed up 
with a fly. Glory's 
basic structure also 
contains atoms from 
some poo. The end 
result is a bit of a mish- 
mash of ideas; some nice, 
and others which are a bit 
smelly. 

The game's basic features come 
as no surprise. You can play 
football on a number (Er, four — 
Andy.) of different pitches. 
There are the usual 
oves including 
aftertouch and 
headers, along 
with some bonus 
ones thrown in for 
good measure. Then, 
there are loads of differ- 
ent teams, and sound 
effects coming out of its 
ears. There are also 
brand new features, some of which 
work and some of which don't. More 
of this anon, but it's only fair to say 
at this point that while Football Glory 
is okay, sadly, if this is Black Legend's 
attempt to usurp Sensi's crown, then 
I've seen more convincing pretenders 
at a Star Trek convention. Q 



J 





f Left* Ah-ha! I've discovered something praise- 
worthy about Footbal l Glofy Apart from the 
thudding of the ball taajHRounds kind of hol- 
low), there are some brnnant sound effects In the 
_ game — particularly if you're running it on an A1200. 

• Nice passes or shots on goal are rewarded with cheers 

of encouragement from the crowd, whilst blinding shots 
bring enthusiastic cries from a commentator. 




Below: One of the more noticeable differences between Football Glory and 
Sensl is the how the goals are replayed. A small box appears In a corner of 
the screen, and the last few seconds' play Is displayed by enlarging the 
sprites and the pitch. This has good and bad points. Although it allows you to 
see the action In more detail, you miss the broader picture so it's difficult to 
see how much support the scorer had. If you want a more traditional replay 
you'll have to hit the 'FT key. 



REVIEW 



•Hoops! Ves, It's on* of our hilarious production cock-ups! We've eccl- 
printed a picture of Stnii Except we haven't, of course To describe 
Glory's visuals as similar 10 Sensi's is like saying that girl from out of 
is a five-pints girl (you know — you would after a few beers). The 
m*y difference is that the players' little legs are more defined. And very nice 
■*•-» are too — rf only we judged a game on how its players moved. 




Football Glory's four different pitches affect the 
ball in slightly different ways. And to further 
complicate matters, there are four different 
types of ball to play with. So in theory, there are 
16 subtly-different ways the ball will react. 
Sadly, none make for the smooth Sensi-like play 
we've grown to know and love. 




I'm 

not sure how well you'll 
be able to see this, but 
in this screenshot is a 
player doing a bicycle 
kick. These are pulled 
off the same as a head- 
er (see the Verdict for a 
quick run-down) but are 
so random that you 
never feel properly 
rewarded after you've 
initiated one. There are 
other moves not avail- 
able in Sensi, such as 
the ability to jump over 
sliding tackles, and 
while they look nice 
they don't really add 
that much to the game. 
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Playing Football Glory is an odd experience. If you're used to Sensi — and, 
let's face it. who isn't? — you*ll find the game very stlrted. The ball movement 
Isn't as smooth aft It should be and passing, although mostly accurate, 
doesn't 'feel' quite right. If you've got the ball and you push in the same 
direction twice very quickly, your player accelerates away from the chasing 
pack. It's difficult to make good use of this move but the computer does It all 
the time, and usually ends up scoring. 



ou can almost imagine how Foot- |;«mm«i 
ball Glory began. Some bright spark 
in Croteam's office came up with a 
theory. "I know," he announced. "To 
create the ultimate football simula- 
tion, we'll use this equation: Sensible 
Soccer +- New Things = The Ulti- 
mate Football Simulation." Nice 
theory. But if I asked you to 
name any extra features 
you'd like to see in Sensi, 
I'm sure you wouldn't come 
up with a list that included 
over-complicating the con- 
trol system, and adding 
pointless animations that are 
Intended to be humorous but 
end up being downright annoying, 
would you? Well, Croteam did. There 
is a saying that you can over-compli- 
cate some things — and that's exact- 
ly what's happened here. The control 
system is a lot less instinctive than 
Sensi's. Instead of just passing the 
ball, you now have to think about the 
combination of joystick moves you 
need to initiate (how does fire + for- 
ward + delayed direction grab you for 
pulling off a header?). It's also far too 
easy to foul the opposition in the tackle, 
and the players seem to take an age to get up. As for the 
degree of aftertouch, well it's just plain silly. But what 
spoils Football Glory for me are the utterly pointless ani- 
mations. You could argue that they're nice touches, but I 
say you don't buy a football game to watch the crowd, a 
few streakers, stretcher-bearers and physios going through 
tedious routines; nor do you buy a footy sim for the 'amus- 
ing' speech bubbles. Some of these animations take over 30 
seconds to disappear, interrupting the flow of play, but 
Black Legend assures us that you will be able to get rid of 
them by clicking the fire button. I'm sorry, but the only 
good parts of this game are a by-product of its likeness to 
Sensi, and they're the only reason Football Glory's getting 
a mark in the seventies. My advice is, if you've got any 
sense, you'll wait for SWOS. 



There's a CD37 version on the way. A1200 users 
can take solace in the fact that the standard 
game detects whether or not you're running It 
an AGA machine, and enhances the sound and 
graphics accordingly. 
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~ Mediocre platform game alert! 
Mediocre platform game alert! Call 
f V Simon Byron! Call... etc. 

What is there 
to say about 
Bubble Gun 
that hasn't been said 
before? No, that won't 
do at all. 

Bubble Gun — love 
it or loathe it. you can't 
help but live with it. 
Nope — too cliched. 

Bubble Gun, Bubble 
Gun. stick it up your 
mother's bum. Nan, 
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can't have that, it's too childish even 
for us. (Oh I don't know — Harry.). 

Bubble Gun is crap. Yeah, that's 
about the size of it. 

Sorry to be so negative at the 
start of a review, but to be honest 
with you I'm sick and tired of glori- 
fied PD games being given a com- 
mercial release. A couple of months 
ago it was that rubbishy football 
game, the name of which escapes 
me. (But fortunately it hasn't 
escaped me. Mr So-Called Editor, the 
game in question was Soccer Star — 
Harry.), and this month it's Charlie J 
Cool (Charlie J Crap, more like) and 
this travesty. Don't games publishers 
realise yet that Amiga gamers are 
becoming more discerning as time 
wears on? They aren't prepared to 
snap up any old rubbish like they 
did back in the late eighties. 

For what it's worth — and I really 
don't know why I'm bothering — 
the game is set in the year 2013 
when crocodiles have inherited the 



Look at this. I, the crocodile, can only 
leap about knee height. So how in 
the name of Winona am I meant to 
get over this bugger without losing 
any energy? I'm not, am I? What an 
interesting gameplay feature. 

earth. Then four busty cheerleaders 
burst in and tear off all their clothes 
whilst pronouncing me the ruler of 
the whole wide world. Ha ha ha ha 
h...ahaaaa...uh (snore)... 

Sorry. I drifted off to sleep then. 
Where were we? Oh I really can't be 
arsed to explain. It's a platform 
game. And it's completely 
and utterly rubbish. Q 

This is what you're 
aiming for — the 
huge exit door. 
On the first few 
levels, reaching 
it is pretty 
straightforward 
but as the 
game progress- 
es you need to 
go 'all round the 
houses' in order 
to reach it. 
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The key to solving each level is picking up the correct, erm, key. There are 
usually several of these scattered throughout the levels, and each comes 
In three parts. They open the chest corresponding to their colour which 
usually reveals a few bonuses, other key parts or the level exit pass. 



Jumping is quite an important feature 
in platform games. If the main char- 
acter can't leap about the place then 
there's no point having platforms at 
all. I think you know where this is 
leading. Yes, Bubble Gun's main 
character jumps like he's got his feet 
nailed to the floor. Now, I understand 
that this forces you to seek out a 
route to the higher regions of the 
level, but it's too fiddly... and ulti- 
mately far too annoying. And — 
worse still — his jump is so weedy 
that he can't even leap over some of 
the baddies. What's the point in this? 
There's no way to avoid them, other 
than run through and hope for the 
best. This is particularly galling when 
you've only got a few energy points 
left, as you often lose the game 
through no fault of your 
own. Why didn't the 
programmers give you 
10 percent less energy 
and remove these 
creatures? At least 
then you wouldn't 
feel like sticking your 
new Walking Machines'" 
through the monitor. There are a 
couple of nice ideas hidden deep within the rubbish. 
The key system works well, and some of the later level 
graphics are okay in a cheesy sort of way. However, offer- 
ing Infinite 'continues' is a bad idea — if you're brainless 
enough to want to see the end of the game then it 
shouldn't take you too long. That said, the last few levels 
aren't too bad and rely more on puzzle solving than pixel- 
perfect leaping. But the rest of the game isn't worth play- 
ing through just for these. Shame. 



No. nay, negative, non [FrJ. neJn [Ger], nyef 
(Russ]; certainly not. absolutely no; no sir, no 
ma'am; not, not a bit or whit or jot. I think not, 
not really; 1o the contrary, *u contrttre |Fr], far 
from it; nothing of the kind or sort, not to. 
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Matt Broughton is a man haunted by the memory of Saturday morning school rugby 
matches. But thanks to Audiogenic, he will be joining Eddie Waring for one 'oooh ayyyyer' 



RUGBY LEAGUE COACH 




I used to hate 
rugby at 
school. It's a 
shame really, 
because looking 
back now as an 
adult (albeit one 
that uses the word 
'pants' quite a lot) 
I could really quite 
fancy a good 
punch-up. I also 
had the poor for- 
tune to be a lot taller than most of 
the boys in my year, which auto- 
matically qualified me for every 
sporting event the school was 
involved in. This wasn't necessarily 
due to any skill on my part, just the 
fact that I looked quite frightening 
when I got off the bus at our rival 
school's front gate. 

This hatred for rugby was person- 
ified by the weekly tradition of 
trudging to the gym to see if you'd 
been selected for Saturday's match, 
and bugger me if I wasn't there 
every bloody week! 

I did find that by clever use of 
self-inflicted wounds, I could miss 
out on some matches. You should've 
seen how long I managed to keep 
my BCG injection wound bleeding 
using nothing more than a geome- 
try compass! But at the end of the 
day it boiled down to good old fash- 
ioned bunking off. (You don't know 
the difference between Rugby 
League and Union, do you Matt, you 
great soft smooth-chinned southern 
ponce! — Harry.). 

Ah. the happy memories fill my 
mind... the adrenalin rush as you 
ran from chemistry room to chem- 
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As is always the way with sports man- 
agement games, if information is 
what you're after, information's what 
you'll get. Each of your players has a 
fairly in-depth description, which can 
be examined at any point to review 
their performance. If they're crap, this 
is where you can sell them as well! 

istry room desperately trying to avoid 
the ape-like Mr 'Basher-Bloody-Hell' 
Roberts. God. how I miss those child- 
hood days. 

Well, now's my chance to relive 
those fondant fancies, because 
Rugby League Coach allows me to 
train, finance and generally, er... 
coach a team of sweaty men with 
their ears Sellotaped to their heads. I 
wonder if I'll be able to use their but- 
tocks as toast racks like Mr Roberts 
did? Or perhaps... (Snip! I think that's 
enough reminiscing — Simon.) A 



THE VERDICT 

Rugby League Coach has nothing 
missing, and that's about as compli- 
mentary as I can bring myself to be. I 
think people who are into manage- 
ment games know that games review- 
ers very rarely come over all poetic 
about how brilliant these games are, 
but some are better than others. With 
RLC, everything is where it should be; 
the training sections, the statistics at 
your fingertips, and even impressive 
newspaper reports on each individual 
match, but whether this Is enough to 
get anybody other than a rabid rugby 
fan frothing at the mouth remains to 
be seen. Graphically, there's only the 
occasional treat to 'liven things up', 
ahem, but other than a cheering 
crowd, you shouldn't expect much in 
the way of special effects. As is 
always the way with management 
games, the more you put in, the more 

you'll get out, 



Not t*i>icfly utino the n<u*t imaginative 'ertmsuittntion of * rugby 
cj.iine over. HtC •.imply has- <i M.itK pitch shot with feat refill', 
flowing past f ui mi,;i ot the time you actually <;.-<. .. «r*uh labia 
for the entire leaguv, but when lomvthincj specific o* «•»!-. dun 
your mnteh. 
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For most of the game you'll be here in your office. As well as being able to 
slurp your coffee and play with executive toys, from your desk you can 

9 arrange the team, organise training, take phone calls, check statistics and, 
well... just about everything really. You also get a fair bit of post, but 
i most of that's from scroungers asking for free tickets and photos. Inci- 
I dentally, check out the length of that arm! 



and if you can 
be bothered to 
read all the 
match reviews 
and players' 
individual fitness 
reports, not to men- 
tion planning everyone's training 
schedule down to the last up and 
under, you're going to get much further than someone who 
just fast-forwards days to get to the matches. Whether 
you're the sort of person who has that much patience, well, 
only you know. As for me; I need a bit more in the way of 
rewards — perhaps some interesting graphics or random, 
nay, exciting events to spice things up. Until that day, I'm off 
for a game of On The Ball before the final hooter. There's 
many a lesson to be learned there... 



" V 'tm'^txtl 1 fl " nouon version runs happily on an A1200, no 

**- ■ aXWU specific version is planned at the moment. Howev- 

^ er, if any C032 or A1200 version is to appear it 

CD32 won't he until th« end ot the year. 






.m IOIHHK 2 • ONCE MORE UWTO THE KKI:.tni Your battalion's on the march, there are snipers around every corner 
and you've forgotten to pack your sandwiches. This is the grim reality of modern warfare. Now you can experience it for 
yourself, as the battle-hardened troopers we lovingly call Cannon Fodder, cock their rifles, prime their grenades and 
march off into battle once more. They won't all come back, but that means more sarnies for the rest of us, so chin-up. 
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What's this — an original CD32 game with oodles of payability? Simon Byron can't 
believe any of his goggly four eyes. taH^^^^^ 
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Guardian, eh? There are two 
gag opportunities here, and 
I'm not sure which one to 
take. Perhaps you can help me. Yes, 
that'll be interesting — the world's 
first interactive review. It'll be a bit 
like that Bacardi advert in the cine- 
ma. Only without the alcohol, obv. 

Okay, here's the deal: I'll come up 
with a couple of opening gambits, 
you pick the one you like, read it, 
and then laugh. Here goes... 

Guardian, eh? What's that — a 
game which allows you to run your 
own newspaper? 

Guardian, 
eh? Who's this \ 
Ian, and why do ' 
you have to 
Guard him? 

Actually, that 
was all a bit rub- 
bish, wasn't it7 (Yes 
— Everyone.). But to 
be honest with you, 
chums, there's not that 
much to say about Guardian 
because it is an out-and-out 
blaster, pure and simple. 

It's actually a lot like the old 
arcade croaker Defender, but pre- 
sented in glorious 3D-o-vision-o- 
scope-arama. In fact, had it not been 
for the fact that the ZX81 (which, for 
all you kids, was a black-and-white 
computer with no sound but plenty 
of great games) had a game called 
3D Defender then I'm sure Guardian 
wouldn't be called, er. Guardian. It 
would be called 3D Defender. Thank 
God I'm leaving. 

So it's time once again to save 
humanity from invading meanies by 
blasting them back to their stinking 
little planet. Of course, it's not as 
easy as that — each time they 
mount an attack they return with 
bigger and better killing machines, 
capable of moving more quickly and 
unleashing more accurate 
weapons. Additional bombs and 
power-ups can be collected 



throughout each wave — giving you 
only a slightly better chance than 
the Devil having to wear snow-shoes 
to work — but apart from that it's 
business as usual in jolly Blast-em' 
up Land. Why can't things be easy 
for a change? Q 

Below: Things get pretty hectic once 
you leave the first planet. OUT! Go 
the relatively easy drones whose 
attack patterns are fairly predictable. 
INI Come the ultra-vicious battle 
tanks who zip in front of you, firing 
all the time. Because of their size and 
spe«d, these are tough cookies to, ar, 
eat so the best policy is to keep mov- 
ing, making 
their job 
more diffi- 
cult as well. 
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rf I told you that your ship is capable of moving in all four directions, 
thrusting forward and back, discharging an Infinite supply of laser bolts, 

n dropping smart bombs, launching missiles and performing a 
neat 180 degree turn, then you'd probably think that the con- 
trol method is over-complicated and hard to use. Wrong. The 
CD32's joypad has been used to great effect, and after a few 
seconds or so. you'll be flipping, rolling and firing as if you 
were actually piloting the thing. 



To assist you in tracking down the Oronofds, the game includes 
two scanners; one showing the position of the Dronolds, the 
other indicating where the other relatively unimportant ships 
are. It's best to keep an eye on your rear, though, as a favoured 
enemy tactic involves swooping behind you and sending later 
bolts up your bottom. 




Sometimes, a fallen Dronoid 
will release a star which 
plummets to the ground 
and hangs around there for 
a bit before disappearing, If 
you fly through one of 
these then you'll be award- 
ed a power-up of some kind 
— usually a targeting mis- 
sile or shield booster — 
which will prove invaluable 
during intense battles. 




Pausing the go 
game's oajtf 
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which a" the 
portant of these .s 
L your ship around. 



however, remains 



to be *••■». 




If you thought that interplanetai 
think again. All the Dronoids are 
be described as a big hot air ball 
the best tactic is to locate its poi 
of the Dronoids are out. and thjj 
them out in one go. M 



dropped 



e*av*> was a ioprmlicaled hllalnill llu-n 
'oppt*d into each area in what (an only 
m^his appears twice in each level, and 
^^^kr, hide underneath it until most 
* smart bomb — thus wiping 
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[THE VERDICT 

Every time we get a C032 game in 
to review, the clumsy joypad is 
invariably ripped out to be replaced 
by a more easy to use control device 
— either a mouse or a joystick. We 
never thought that the poorly 
designed plastic 'pads' would ever 
make for intuitive control. Until 
now. Guardian has proved us all 
wrong. At the risk of sounding like 
the bit men wee out of (although 
the best way to do this, I'm told, is 
to gob a mouthful of water into a 
stainless steel sink), 
it's soon easy to for- 
get that you're using 
a joypad as the most 
complicated manoeu- 
vres are pulled off with 
amazing ease. Without 
this smart control system, 
Guardian would be 
Impossibly difficult. Now 
it's merely a bugger. We all 
know I'm the best in the world at 
games (did I tell you that I'm Sensi 
World Champion?), but Guardian 
tested even my cat-like reflexes 
(that's 'cat' as in sleeps all day and 
then goes out on the stainless steel sink all 
night, is it Si?— Harry). Fortunately, the high difficulty level 
isn't too off-putting because the game Is such a blimmin' 
joy to play. Most of the time everything's moving along 
nicely and the game only slows down when the screen's 
really, really busy — which isn't too often. As much as it 
pains me to say It, I can only think of a couple of minor 
gripes. The option to continue your game two or three 
times wouldn't have gone amiss and the pre-game presen- 
tation is a tad ropey, but apart from that this is the game 
that CD32 owners have been waiting for. Although It 
doesn't show off the format to its best (just where are 
those full motion cut-away screens and eye-popping ren- 
dered animations?), it's playable, fun and a real challenge 
— exactly the kind of thing to while away those tedious 
autumn evenings. 



An A1200 version is imminent. It will, we're 
promised, be almost identical to the CD32 
version — save for the pulsating rock music, obv. 
A 500 version, though, is unlikely. 
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Although there are loads of alion crs*t to deitroy. the ones to 

watch out for are the Dronoids. These look like jellyfish and go 
around destroying all your buildings rather than chasing you. As 
your job is to save thesn^^ngs. they should b<? high on your 
list of priorities — especially as there are a set number of 
Dronoids to kill per level before you can move on to the next. 
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We won't say Andy Nuttall is unpopular, but when he announced he was going to get lost it 
the 'frozen infinity of space' a bit of cheer went up. Sadly, he's back in time to attend his 
1 Requiem, seemingly none the worse for a long spell on Insanity Island. Git. 

lOl lM O I'S 

QUIEA 






Silmarils has spent the best part 
of the last four years showing 
the computer games world 
that it is more than capable of com- 
ing up with a top rate graphic adven- 
ture. The news that the French devel- 
opment team behind the distinctly 
better- than-average Ishar trilogy was 
promising 'a new kind of adventure 
game' may not have sent my pulses 
racing, but they certainly set off on a 
nice long walk- The kidney beans only 
made it to Winchester. The baked 
beans (Hein2 obv) using the latest 
sauce technology, slid all the way to 
Aix-en- Provence, while unsurprisingly 
the hardier chick-peas yomped their 
way determinedly as far as the deso- 
late island of Tierra del Fuego. The 
haricot verts, my personal faves. dis- 
appeared almost immediately despite 
the advantage of pole position... er 
what the hell am I on about? Six 
months is a long time to wait for a 
game you see. A chap could go quite 
literally doo-lally. Marooned! Waiting, 
waiting... don't leave old Ben Gunn... 
(Andy, kindly just review the sodding 
game — Simon). 

Mes dames et messieurs, dans 
Robinson's Requiem vous ettes un 
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This is )ust one of the 
characters you can 
meet in the game. 
Imagine the scenario: 
you've met an old col- 
lege friend who has 
been infected by some 
thing, and seems a Mttle 
gaga when you speak to 
him. After a moment, he 
turns into this, and you have 
no option but to punch him to the 
ground. And this is one of the more 
'normal' people you'll meet on this 
ghastly planet! 




At the start of the game 
you can change all sorts of 
factors in the game to make 
life easier for yourself. If 
you want, you can turn off 
the weather factors and all 
diseases, giving you a much 
better fighting chance, the 
icons on the left let you 
chonge the detail level and 
screen size, so the game can 
run at a decent speed on 
most machines. The bloke 
on the left incidentally, 
looks like a bit of ft ballet 
dancer' to me if you 
catch my meaning vicar? 





Robinson (quel surprise!) — a space 
explorer and terraformer whose job. 
nay metier, nay calling, it is to find 
alien or uninhabited worlds. The idea 
is, that after giving them a thorough 
probing, you report back to the AWE 

(Alien World Explorers), and pausing bit-skin wardrobe. Escape is now obvi- 
only to caper on a carpet of cash (and ously your top priority. But for starters 
sign a few autographs) you then you need to find food and water, 
zoom off to make your next amazing steer clear of hideous diseases, and 
discovery, The game places you at the generally stay alive long enough to 
start of your first mission where, yarn the spangly pantaloons off the nits | usn view of the world is the largest and most detailed image you can 
unfortunately YOur vhip <omputer other famous space- explorers when get In the game. The Voxel landscaping of the PC version has been replaced 
yoes haywire, and you crash-land on you get back home. If. of 



strange planet with no provisions, no course, you ever gets ( 

hope of rescue and nothing but feral back, my pretties (cack- 

cunning bfjtween you le. cackle 

and your crappy 



with a simple polygon terrain, but the mountains and sprite objects 
are pretty much iho same. However, running with this level of 
detail and in - window this large is seriously time intensive, and 
results in the game running incredibly slowly on any- 
thing other than an A4000. 
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— ♦dtcal computer you carry around with you most of the time is one of 
■OR important things to have. It shows you at the first sign of trouble if 

are going badly, as well as giving you your body temperature, blood 
hut*, heart rate, current local time and temperature, and the weight of 
ling you're carrying. It's also accepted at 32,000 outlets worldwide, 
m* you can draw up to £200 a day with it. 
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The whole point of a first person perspective view is that you see the game 
world exactly as if you were really there. So, whenever you take any kind of 
ocular damage (that's your eyes, for non-opticians), it is shown on screen and 
impairs your game quite badly. Here I've received a black eye, which has 
caused some severe swelling, as you can see. 




u n d 




Running around in a wilderness full of plants and creatures totally alien to 
you is a hazardous experience, and you need to watch your health quite care- 
fully. As a result, this medical scan and medical kit shows you any internal 
and external damage you may have taken, as well as the facilities to deal with 
most wounds — even to the point of amputation! 




The problem with 
adventure games is 
that most of them 
are linear in con- 
cept and layout. 
You have a set 
series of tasks to 
perform, with a set 
number of objects, 
each of which can 
only be used in one 
way. Although this 
makes the game 
easier to follow, you are left with a 
game that forces you to play by trial 
and error most of the time. Robin- 
son's Requiem is a game where you 

have complete freedom over your I PLAY ABILITY 
environment. Every single item you 
pick up can be used in a variety of 
ways, just like in real life, and all you 
need to do is figure out which is most 
logical. However, because of your 
predicament, you often need to think 
laterally rather than logically. For 
example I'm sure that a survival 
expert would know that if you have 
a knife and a needle and thread, then 1 
making a hat to protect your head from 
the sun is a good idea. All you do is cut some 

leaves from a nearby tree and sew them together. Obvi- 
ous really. These difficult leaps of imagination aside, 
Robinson's Requiem is a good game. The graphics 
don't quite match up to what we all expected, but work 
well enough, although the update when playing with a 
full screen just doesn't come up to scratch if you're play- 
ing on anything less than an A4000! For the first few days 
you play it, you'll keep dying very, very quickly indeed, 
because there's a hell of a lot to look out for. But my advice 
is to stick with It, and before long you'll know exactly how 
to treat every kind of situation, and may just stand a chance 
of finishing the game. It might not be everyone's cup of tea 
but, to borrow a phrase almost completely at random, "Not 
joining us in the 'A-ha's' Percy?" 



m nx 



al 84% 



LR5TRBILITY 



¥1 81% 

flfl Rill 

81% 



f 




CD32 



A5/600 



A no n- AG A version will be available soon, but it's 
bound to be far slower. The game itself should be 
exactly the same, however, and that in itself is a 
blessing. A CD32 game may or may not become 
available. Silmarils is being a hit coy. you see. 
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Boggle-eyed, would-be-intellectual Andy 
Nuttall reviews the latest low-key puzzle 
game from Psygnosis. The last one they 
slipped out like this, incidentally, was a little 
teaser called Lemmings... 



I'll be frank: Zonked', is one of 
those games which, like Clock- 
wiser, is almost impossible to 
review fairly. Compared with plat- 
formers and shoot- 'em-ups, puzzlers 
only appeal to a small number ol 
people — which means that any 
'personal opinion' — type comments 
are usually entirely wrong for the 
majority of you, our dear readers. 

Anyway, instead of being Frank I'll 
just be li'l ol' Andy; who quite likes 
puzzlers, but wouldn't go so far as 
to actually buy one. And hopefully, 
depending on your viewpoint of the 
logic game genre, you should be 
able to work out whether Zonked! is 
for you or not. See, there's even a 
puzzle in the review! Brilliant, eh? 

Zonked! is a cross between the 
ancient arcade game Boulder-dash 
and the even older coin-op Pengo. 
The reason for this is that they each 
involve pushing things around the 
screen: in Pengo you had to squash 
enemies by pushing blocks at them, 
while in Boulder-dash you could dig 
through earth blocks, and drop boul- 
ders on the enemies to squash them. 
(Er. Andy, you are a plonker. There's 
no digging, or squashing in Zonked! 
At all. Ever. There is quite a bit of 
pushing, but not as much as there is 
in Subbuteo. Comparisons should 
never be made just for the sake of it. 



my boy — Harry.). (You git, Harry — 
Andy.). In Zonked! the puzzles most- 
ly involve holes in the ground, which 
(conveniently) can be filled in with — 
yes, you guessed it — blocks. Blocks 
of one. two or three units high 
(which determines how many you 
can push at the same time); blocks of 
Ice. magnetic blocks and blocks of 
steel are among the different types. 
Each is an integral part of its puzzle, 
and while the earlier levels contain 
only a couple of ordinary blocks, 
Zonked! gradually introduces a 
greater variety as you progress. 

The technology at your disposal 
increases too: you'll find bombs and 
detonators, electro-magnets and 
power-points, teleporters... the list 
goes on. And even — get this — 
switches which turn off the electrici- 
ty supply, so any wayward electro- 
magnets and things can be foiled 
with a simple press against a wall 
panel. But that also turns off the 
lights, so any further actions must be 
performed in the dark — with just 
your teeth and bright shoelace 
give away your positi 

Zonked! is 
like £ 
min 
beginn 

another surprise hit for Ps 
I said that in the intro. didn't l?0 




The freezer blocks are activated by pushing them onto a powe 
then they freeie any water in the vicinity. So. a carefully-placed free* 
enable you to walk, quite literally, on water (even If it is frozen), to 

other side. Just like M.»rk Bosnich. Er, probably 





with wheels to move, as you can see above. 
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Hmmm... how the hell do 1 get out of this? Let's do it by numbers I A P- 
Thing power-up. I can use it to shift things from Glue Squares, i A tele- 
port pad. I'll have to push it on to a power square before it'll work. A 
teleport receiver. Now the thing is. where you come out depends on 
which way you went in. Careful ! Bang. There is no 'S'. curiously. 
An ice block. It will melt, so use it fast. I A red teleport pad. More ener- 
gy. S An electromagnet; it will repel all sorts of stuff. (Although unfor- 
tunately not earnest Welshmen with candy floss-hair — Harry.). > I This 
is a power square. It makes things work; but step on one and you're 
dead. Another electromagnet. Two of these plugged-in and in-line will 
keep blocks boinging between them indefinitely. I Kaboom! Ice II, 
The Vanishing. I Fried Tread! My heart it burneth with a flame. 
Ooor switch. The snag is. that... 7. ...another bloody green teleport pad 
is in the way. Perhaps I'll blow it up. ' B Timer/detonator; lets me get 
away from my bombs before they blow up. In theory. 1 1 Freezer block; 
plug this baby into a power square and hey presto, water turns into ice. 
JO. I'll have to move these one at a time. 71 God I'm trendy. Door. 
Portal. Entrance The flame of mortal love... 24. Can't shift this sod 
without help. Aha! Un magnet. 26. My intestines are Lincoln green and 
sparkle in the dark. Ooh Mavis, these Radioactive blocks sap my 
strength something chronic. Drown, drown deeper and drown. 29.1 
This would be a good place to plug in the freeier block. But how to get 
it there? 30. 1 say! Watch out! There's glue about. 




'Charlie says don't play 
eta. simply because it CO 
much like other more 
energy at a 



' is the title of one of the I 
stack of radioactive blocks. These be 
, but when you sta 
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••wpontn are the best fun ever. Well, almost. No, actually. I can think of 

a few things which are more fun, but they're quite good anyway. Put 
■ha ortular red object (the teleport entrance) on a powerpoint tile, then run 
erte> ft and you'll appear out of the shiny blue pipe-thing (the exit). 
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Quite honestly, what Clockwiser 
(reviewed in August) lost for being 
too simple, Zonked! gains by pitch- 
ing the difficulty and the abundance 
of new objects at just the right level. 
It's hard but logical, frustrating but 
fair; and ft has bags of variety, paya- 
bility and... um, addictivity (I just 
made that up, obviously), in just the 
right combination which rivals 
Rubik's cube for sheer maddening 
mind-melding action. I've played It 
for a three days now, Simon's com- 
pleted a couple of levels when the 
rest of us mere mortals got stuck, 
and even Harry has spent a couple of 
solid afternoons staring at his moni- 
tor and shouting random profanities 
at it. And Matt, of course, is... on 
holiday (but I'm sure he's playing too, 
in spirit). Each of the 120 levels is 

cunningly designed to offer a subtly I LUSTRA I II TV 
different challenge to the previous 
one, so sometimes you'll find it's a 
race against time, whereas others 
require a conservation of energy. The 
bits of techle equipment, with 
switches and radiation and lots of 
other stuff, are great fun to twiddle 
around with, something which can work 
against you because you spend so long playing 
teleporter hide-and-seek that the time inevitably runs out. 
Sometimes the puzzles are fiendishly difficult, requiring 
more than a bit of lateral thinking to solve, but the design- 
ers have chucked in quite a few easy-peasy ones just to 
throw you. Other than that, there's not much more to tell 
about Zonked! Look at the pictures, try to imagine the 
frustrations involved with level 37 (a particular git, with lots 
of slidey blocks and some water canals that must be frozen 
over to allow access to the exit), and take my word for the 
quality of the music, which is very well-suited to the game. 
If you like The Crystal Maze or Rubik's Cube you'll be well 
away with Zonked! But it costs a tenner more than Clock- 
riser, so think carefully before you part with all those 
notes. Lastly, I'd like to say that Harry claims level 52 is part 
of the conspiracy to make people think he's crap at games. 



no new versions planned, although /onxed.' will 

run wary happily on an A1700 Thank c 
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REVIEW 




Andy Nuttall thought that the rather good 
Clockwiser and better Jet Strike seemed to 
be paving the way for a good time from 
Rasputin... and then came Charlie. Sigh. 




wall, tt's green isn't n f An.f ha'» walking In trie atr. u it, 
tan. Alad Jones, meandering through a it* o* hoiji-y* ' NO, 
idly. It's sfmply Charlie J Cool, and *oma frog*. The bouncing 
>namias ara a sura sign of trouble — touch them and you not 
only lose energy, but you're knocked back a paca which can 
>ften send you plunging to an untimely death down a deep, 
chasm. Annoying. 





5 



espite the fact that this is an 
Amiga magazine, and I love 
my Amiga (yes, in that spe- 
cial way), I don't mind admitting 
that I also have a GameBoy, There 
are certain advantages to the little 
darling which an Amiga just can't 
match: you can play it on the tube 
on your way home, and you can play 
it, ah, anywhere else. Whereas with 
the Amiga, er, you can't. 

I think I'd better start again. 
Um, where was I? Look, it's 
been a hard day, okay? 
Anyway, the GameBoy, 
then. The main reason I like 
it so much is because of 
Super Mario Bros, which — 
despite being on the tiny 
meBoy screen — is actually one 
the best platform games ever. Its 
combination of excellent gameplay, 
well thought-out maps and cunning 
puzzles are the envy of many .1 
games designer. 

Enter Charlie J Cool. When Charlie 
was brought into existence by 
Rasputin, he probably thought he'd 
be starring in some great game; and 
live a happy life jumping around in 
loads of levels with lots of nice 
things to look at... but if that's true, 
then he must be sobbing now. 

The basts for the game is a 'good- 
ness indicator' (a kind of Clapometer 
for the religious), with heaven on 
one end and hell on the other. Earth 
stays in the middle, and it's here 
where Charlie begins his quest 
Throughout the Earth level 
he encounters enemies 
which are both good and 



Hell, this is a nasty place. 
Sadly the descent into 
Hades doesn't make a blind 
bit of difference to the 
graphics, and all the same 
enemies still move in similar 
patterns. The differences arrive 
very near the end of the game, when 
you get the chance to bounce around 
in Utopia or Pandemonium (heaven 
or hell) - which are. in effect, simply 
bonus levels. 

bad. If you kill the goodies, Charlie's 
goodness rating goes down, and vice 
versa. At the end of the Earth levels, 
the goodness scale sends you to 
either heaven or hell, where you get 
to leap around a whole new set of 
brightly-coloured levels. 

Basically, Charlie is a wannabee. A 
wannabee Mario, a wannabee 
Bitmap Kid (out of Magic Pockets), a 
wannabee good game. Recent plat- 
formers have succeeded with either 
decent graphics or good gameplay. 
but Charlie? Well... 0 
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THE VERDICT 

There are two major flaws in Charlie 
which send it plunging down into the 
arse-end of Amiga games. The first, 
and the most infuriating, is the fact 
that there are several areas of the 
game in which you can get stuck, 
with no way out except to press 
escape and lose a life. On first sight 
Charlie seems like a game which 
could challenge Mario, but a lack of 
foresight and skill from the level 
designers has resulted in a badly- 
planned and ultimately annoying 
game. The second flaw is even more 
fundamental. The aim of the game is 
to be either good, and go to heaven; 

be evil and go to hell; 
or stay neutral and on 
earth. Nice idea, boys 
— but where's the 
hook? What possible 
advantage does one 
area have over the 
other? You can run 
through the first lev- 
els, murdering nasty 
or nice monsters willy 
nilly; and then you move into one of ^ 
the other areas, and, er, that's it. The 
fact that you can choose your path in the 
game reduces the amount of drive you have to complete ft 
— unless, of course, you fancy the idea of going back to the 
start and trying for one of the other areas. Also, although 
the graphics on each level are different, the gameplay 
remains similar; and a game which only has new graphics 
to look forward to will never succeed. There's some poten- 
tial here, given a few level redesigns and a new theme, but 
following the release of Putty Squad and Ruff 'n' Tumble, 
there just isn't room for average any more. 



An At 200 conversion Is on the cards, which will 

I" " — wait for It — hattar graphite Vep. a 

whole new sat of backgrounds could b« yours, 
but it's unlikely there'll be anything more. 
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REVIEW 





INTERNATIONAL 




Andy Nuttall's a happy boy, because at last 
the Amiga gets the game which cocks a 
snook at the other footy 'sims', and dares to 
be just a bit different... 



You don't really need me to tell 
you what's different about 
FIFA (Why don't you just go 
away, then? — Everybody.). If you 
missed all the console hype ear- 
lier in the year, then just 
cast your eyes across 
the screen shots on 
this page. Electronic 
Arts is rightly proud 
of FIFA's graphics, | 
which blow apart 
all of the other 
Amiga footy games; 
and also the sound, 
which re-creates the 
great atmosphere of 
live match. 

The game, though... Well, 
without wanting to prejudge it too 
much, if we are to believe our 
sister console-mag 
chums. 




FIFA could perhaps be a candidate for 
this month's more-mouth-than- 
trousers (that's 'pants' for our 
transatlantic friends) award, Appar- 
ently, although it's a fantastic 
two-player and spectator 
game, its one-player 
side becomes tedious 
very quickly — sim- 
ply because of the 
relatively slow 
action and lack of 
any real skill. But 
heck, that's prejudg- 
ing; and aren't all 
games much better 
played with a friend? I 
think so. 

From the rather Ryan Styles (from 
TV's Whose Line Is It Anyway!) looky- 
likey sports presenter announcing the 
games, to the huge LED-style score- 
board screaming GOAL) at you with 
big lights, the name of the 
game in FIFA Soccer 
is presen- 




Despite only using one button for control, FIFA has an astonishing range of 
moves and animations. Some spectacular joystick manipulations are 
necessary to pull some of them off, a bit like Streetfighter 2, but in a short 
while it becomes very natural. 




tation. The original console version of 
the game was written to appeal to 
the international market; so expect a 
vast, typically-American wodge of 
statistics. Along with them, though, 
also expect a head-spinning number 
of options, but thankfully not quite 
the overdose featured in World Cup 
USA '94. 

FIFA is a good balance between 
gameplay and graphics, and for once 
it's not trying to copy Sens! 

or Kick OH, 
because 



it doesn't look like either — and it 
will happily sit alongside them in any- 
body's collection. 

And then, of course, there's the 
problem of the one-button joystick. 
One of the major problems in con- 
verting console games to Amiga is 
always how to best make use of a 
single button (the most common 
type) where once there were three or 
four. And with a football game of 
this sort, it's even worse because 

there are so many moves to control. 
There aren't many footy games which 
go this way, so how has EA fared 
with this one? A 
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tatistics freaks will be happy with the number of, well, numbers 
which FIFA flashes up at regular intervals. Everything from goals 
scored to the time In possession of the ball is covered, which is 
useless, but there if you need ft. 
Slightly more Important are the control and tactics screens; pretty 
comprehensive, but occasionally bordering on the silly. EA is undoubt- 
edly pushing FIFA as a footy slm. given that not only can you adjust your 
ream formation, but also the percentage of coverage your attackers, mid- 
fielders and defenders should take of the pitch. 

This sounds a bit like adding a 12-band graphic equaliser to a perfectly 
good stereo system (a pointless waste of time. Harry assures me), but 
•gain — if s there if you need ft. 




Ah. the astonishingly large stadium, the beautiful blue and pink skies... It's 
obviously not England, is it? Neither is it Wales. Or Scotland. In fact, it's 
probably American, really — which is curious because EA has changed the 
American reporter's face from the console versions. That was Ron Barr, you 
see. a famous bloke over the briny, but nobody's heard of him over here. 
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Goalkeepers can be 
controlled by the computer 
or by. er. you. As you may 
have seen earlier this year on 
TV's Gamesmaster. when 
John Barnes played Dennis 
Wise in the celeb challenge, 
controlling the goalie your- 
self Isn't a good idea if you 
intend to save anything. Or, 
in the case of Johnny and 
Denny, if you're completely 
crap at games. 



Right: The replay's always 
an excellent feature in 
footy games. It's an easy 
way of settling foul dis- 
putes, dodgy goals — basi- 
cally, anything which in 
real-life football would 
benefit from a TV replay. 
Usual stuff; right and left to 
shuttle forwards and back- 
wards; up to play, down to 
pause. 




Corners, throw-ins and goalkicks in FIFA use an interesting varia- 
tion on the usual theme. When the time comes to put the ball 
back in play, this huge red square appears which enables you 
to scroll around the pitch. Depending on the position of the 
square when you hit fire, the ball goes somewhere near 
there — and of course, the plcture-in-picture on the top left 
is shown throughout. 



ASTON VILLA ARE 
FAB (Er r Harry...) 




Although the computer opponents are bright enough, there's always the 
overriding fear that your computer-controlled players (the ten that aren't on 
the ball) are a few sandwiches short of a picnic. They run forward with the 
rest of the pack, but there's never any confidence that the players will be in 
the right place at the right time. Probably because they never are. 




coring a goal begins the usual over-the-top celebra- 
^kj^h tions associated with international 'soccer' {footballs 
l^^afl i^JaW the proper word, of course, but these \ofties will con- 
tinue to bang on with the Americanisms). Distinctly over the top, 
though, (and that is actually over the top ot the screen, rather than 
'over-the-top' as in too much) is a close-up of the huge dot-matrix 
plays that you get at big 
grounds like Highbury and. 
er. some others But not 
Anfield, for some strange 
reason, presumably because 
I go there, and therefore 
they're not willing to spend 
any money on it. or some- 
thing. The fab animations 
that appear variously ad\ 
tise sports products, or sing 
the praises of a great goal. 
And, er, here they are. I'l 
not too sure about advi 
ing a certain, er. sports\ 
manufacturer in these 
lowed pages, but heck, I 
through hours of scorir 
goal after goal (and con- ; 
ceding goal after goal, I 
must admit) and these were 
the only two it would 
up. Typically, as soon as 
disconnected it from the 
grabber, up came the 
Panasonic anim. But 
e'est la vie. 

Right Er... a football, 
sometime yesterday. 
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The music and sound effects in FIFA 
are definitely worth a mention. The 
musk because it's excellent — very 
similar, if not better quality than the 
Mega Drive game; pounding 
bassbeats and lots of other jolly 
musical stuff. The sound effects are. 
in comparison, pretty dire, because 
the sample quality is rather less, well, 
good. 



Visual sciences 
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^ 78% 



The two controlled players from either side are marked with a big star under- 
neath their feet, which is nice and easy to spot. When the controlled player 
runs off the screen, usually because the scrolling can't keep up with play, m 
big arrow appears at the edge to mark the direction he's running in. That's 
great, that is.. 



THE VERDICT 

Sadly, despite the fact that FIFA is a 
very good conversion of the Mega 
Drive game, the immediate reaction 
when you load it up is... "Blimey, it 
takes ages to load." And, as well as 
taking yonks before you can begin a 
game, the three disks need to be 
swapped a number of times. The 
loading isn't as bad as World Cup 
USA '94, but even so it's difficult to 
understand why EA couldn't load 
much of the necessary code and 
graphics into a 2Mb machine — the 
A1200. Given the choice between 
having FIFA on the Amiga and 
swapping some disks and. er, not, I'd 
definitely choose to have it; but 
heck, I've got to have something to I pLflYMILITY 
moan about. The console versions of 
FIFA make use of three buttons on 
the joypad controllers, so inevitably 
EA came across problems with the 
Amiga conversion. It's excellent 
though — to the point that it's easi- 
er to control — and beginners who 
are used to no more than a single, 
shiny red fire button will get along 
with it famously. Mega Drive affi- 
cionados will probably complain that 
one button doesn't offer you enough con- 
trol In the long run, but if they do, punch them — and then 
tell them that you can connect a Mega Drive controller to 
the Amiga and play using all three buttons. Choice, see? 
That's what it's all about. Players expecting a fast, furious 
game of footy will be disappointed, because that's not 
what FIFA's about; this is realism. When you're playing, a 
crowd gathers mysteriously around your telly, because you 
could, quite literally, be watching Match of the Day. On 
the ASOO/600 it chugs along a bit, giving the impression of 
an 'as a newt' cameraman as the scrolling struggles to keep 
up with the play. But it's very playable — and on an A1200 
it's faster than the console versions. If you're used to Sensi 
then you'll find the control a little limited, but buy it any- 
way for those evenings with your mates around, and get a 
few beers in. FIFA's here at last, and it's bloody great. 



There are no plans for an extra-special A1200 or 
CD32 version of FIFA, sadly, although it mutt be 
noted that the ordinary game runs so much 
faster on an A1200. Even better than the real 
thing, as I believe a famous pop group once said. 
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UPDATES—UPDATES. 

Updates eh? Don't ya just love 'em? Three pages packed full of reviews of different 
versions of games which we have already reviewed. Never let it be said that we are 
not thorough on The One. Andy Nuttall repeats on you, like an onion bhajee. Again. 

IMPOSSIBLE MISSION 2025 
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SIMON THE SORCERER 

CD32 • Adventuresoft • £39.99. 




...and last longer than any other creai 
Simon the Sorcerer first arrived on 
the Amiga last year, when it 
received a rave reception from the 
press and punters as one of the 
best adventures to come from this 
'sceptr'd isle'. It's taken a long time, 
but at last Adventuresoft has com- 
pleted the 'talkie' CD32 version, and 
pretty fine it is too. 

The game is, essentially, the 
same as the A1200 version, with full 
:S6 colour graphics. But the main 
difference, and indeed the 'new 
improved' Simon's claim to fame, 
s that the actor Chris Barrie has lent 
his considerable vocal talents for 
the voice of Simon. Actually 'lent' is 
probably rather the wrong word, 
Decause he undoubtedly made 
rather a lot of money from it, but 
that's by-the-by. 

The storyline follows a sorcerer 
called Simon, surprisingly), whose 
current aim in life is to banish the 
evil Shapeshifter Witch, and set free 
your friend Calypso. The graphics 
are stunning, as you can see, and 
the storyline... well, I think Matt's 
ciginal review mark of 89 percent 
back in February says it all. Simply, 
x s a fantasy tale involving witches, 
•vizards and trolls, along with some 
o* the toughest puzzles around. 



n cleanser. 



which together make an interesting 
and complex adventure. 

While the CD32 version's speech 
does add a lot of atmosphere to the 
game, it doesn't go anywhere near 
far enough. With CD-quality sound, 
we should expect film-quality 
speech and sound effects; instead, 
Chris Barrie's Simon sounds lack- 
lustre and not quite 'there', while 
the rest of the voice actors (or 'vac- 
tors' as I believe they're called. Or 
is that video game actors?) put a 
lot of effort in, with mixed results. 

The problem might be that 
Chris Barrie et al have probably 
never provided a voice-over for a 
game before, so they don't know 
quite where to pitch their talents. 
However, surely it must be similar 
for a cartoon, and Loony Tunes 
always managed to get their voices 
right. And considering Chris Barrie's 
second most popular character 
after Rimmer out of Red Dwarf 
(probably) is Jif Micro Liquid 
("Where are you?"), I would imag- 
ine the man's capable of anything. 
Maybe in Simon 2, eh? 

"Over -ere." 



OVERALL: 89% 



CD32 • MicroProse • f TBA 

Well come on; it's obv. 
isn't it? First there was 
Impossible Mission, 
and now there are 
2025 of it.. 

It was about 10 
years ago when Epyx 
first released Imp Mish, 
as it became known 
amongst the circles of 
North Wales Com- 
modore 64 users, 
and it became 
something of a classic. Partly 
because it had amazing anima- 
tion, excellent platform action 
(which was 'different' to other 
games — slightly less difficult 
than it is now, but nonetheless 
a good thing), but the main bril- 
liant bit was the speech. Even on 
the Commodore 64, you had this 
brilliant 'mad professor'-type voice 
screaming "Stay a while... Staa-aaay 
forever!" And if you turned the vol- 
ume up on your Commodore 1901 
colour monitor you could almost 
hear the Prof 'har-har'-ing in a bril- 
liantly evil voice, even though he 
probably wasn't, really. Or so my 
friend Delwyn told me, at least 

Anyway, the point to all this 
rhubarb is that Imp Mish 2025 hasn't 
really got anything to shout about. 
Where once there was an game 
which was original and fresh, now 
there is a pretty boring widespread 
platformer, with ropey parallax 
scrolling and (by today's standards, 
at least) poor animation. Even the 
CD-quality musk and rather excel- 
lent COXL rendered 
intros can't save 
it from the 
slight ly cab- 
bagey pool of 
mediocrity. 
And, ah, 
that's it. 





Dull as... 

All right, another 132 words to go 
before I hit 350. Okay, here's the 
plot. The evil Elvin Atombender (a bit 
of a poncy name, but someone you 
wouldn't argue with in a pub, 
believe me) returns for a second 
bout (and no submissions) of plat- 
form-leaping action. The James 
Bond-style secret agent-type story 
takes you on a mission through five 
levels which are, to all intents and 
purposes, exactly the same, except 
the graphics are somewhat different. 

The slight flaws in the original 
game have been magnified to the 
size of huge blimps, hanging in the 
sky, emblazoned with the words 
"this is a cheap cash-in on a once- 
great game." The huge somersault- 
ing jump, which looks and feels 
entirely unrealistic, remains identical 
despite Prince of Persia, Another 
World and Flashback appearing in 
the meantime. And where once the 
mindless searching of cars, terminals 
and other objects was considered 
worthwhile, now it's just plain silly 
— and the fact that you now have to 
wander for miles to find them makes 
it even more tedious. Not desper- 
ately bad, but get James Pond 3 or 
something first. 



OVERALL: 70% 
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CD32 • Gremlin • £29.99 

I'm really getting fed up with fan- 
tasy games. There are only so many 
times a reviewer can comment on 
the stupid names (Sorasil — 1 ask 
you), the slow, strategic gameplay 
not quite fitting in to the modern 
gaming ethos. So please, game- 
makers, next time you're planning 
an RPG make it something like 
Space Hulk — a classy game with all 
the lovely trimmings, but with nary 
a silly name in sight. 

Anyway, Legacy of Sorasil (or 
'Legend of Sorasil', as it was origi- 
nally to be known, but Sith knows 
what difference that makes) is the 
sequel to Gremlin's Hero Quest. 
That conversion of the similarly- 
named board game was a classic of 
its time, keeping in all the interest- 
ing bits — the story, the characters, 
the humour — and making it even 
better by taking most of the tedium 
away. You know, rolling those silly 
dice and stuff. And. of course, you 
can play it on your own — so if your 
idea of fun is not to sit around a rat- 
infested student squat, drinking, 
smoking funny cigarettes and pre- 
tending to laugh at the Dungeon 
Master's 'jokes', then you should be 
well away. 

Of course, that's Hero Quest. 



One-potato, 
two potato, 
three potato. 

four. 



five potato, six potato, seven potato 
morel 



Legacy of Sorasil is 
much the same, but with 
better graphics and a different plot. 
That Gremlin hasn't improved the 
game to any great extent doesn't 
really matter, simply because peo- 
ple who enjoy board games will love 
it. Matt's original rating of the A500 
version was 74 percent, marked 
down slightly because of its dated 
interface and no great improvement 
over the original. 

To Gremlin's credit, the CD has 
been used to great effect for the 
sound — in fact, possibly the best 
CD-sound in a game to date — 
which features loads of thunder- 
claps, booming cries and superb 
incidental music. Turn it up loud for 
the best effect, but be careful 
because your neighbours might 
think you've started worshipping 
Satan. No. really. 

So yeah, what I'm saying is "buy 
it." There are very few other CD32 
RPGs (there aren't any, are there? — 
Simon), and although it's a bit old- 
looking, you could do a lot worse. 
Or not. Mayhap. 

OVFRALL* 7Q% 





Take a look down and to the right, 
and note the score. 79 percent. Why 
such a big difference, for a CD ver- 
sion of a game which should be even 
better than the real thing (which 
scored 87%, incidentally)? 

There are two reasons, really. The 
first is the control system: like al 
graphic adventures on the 
floppy-based Amigas, Uni- 
verse used a mouse-driv- 
en point-and-click system 
to move Boris, as the main 
character's called, — 

around his futuristic f ■ 
space-world. For some, 
presumably ungod- 
ly, reason Core has 
modified the con- 
trols to not only make use 
of the CD32's joypad, but 
to exclude mouse control. 
Whaa-aat? Any adventur- 
er worth his socks, or her 
shoes, will buy a mouse — 
so why take out a routine which 
already exists? 

I also disagree with being killed 
in-game. It's an argument which has 
run since adventures were invented: 
to die or not-to-die; and I've always 
reckoned that it's much more diffi- 
cult to design an adventure game in 
which it's impossible to be killed. 
LucasArts is really the only company 
to have perfected it, and in my view 
that's why Monkey Island etc are so 




feast of St. Ethelburga 



good — because all the emphasis is 
suddenly on the puzzles. 

In Universe it's impossible not to 
be killed in some situations, or at 
least when you first walk into them 
There are loads of things which kill 
you — fiddling with an air duct caus- 
es it to suck you in. for instance 
while walking up to try and 
talk to a huge robot ends up 
with you being carted off for 
execution. It's all trial-and- 
error; you save your posi- 
tion, try something, and if 
it doesn't work you reload 
At least on floppy that 
means you can save 
ots of positions to 
disk; but the limitation 
the CD32 means that you 
can only save one at a 
time. Bah. 

These are fundamental 
problems. As it happens, 
there are arcade-style 
parts in Universe which do suit the 
joypad, but that doesn't make up for 
the lack of control in the adventure 
sections. It's a good story, and a very 
big game which, if you can wade 
past the limitations, will provide lots 
of enjoyment. But next time, Mr 
Core, please keep the mouse routine 
in. Thanks. 



OVERALL: 70% 
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CANNON FODDER^ 

CD32 • Virgin • £29.99 

"Here's Cannon Fodder CD32, at 
ast. Love. Doug." This note, from 
the PR blokey at Virgin Interactive 
Entertainment (GB) Ltd, arrived 
alongside, unsurprisingly, a copy of 
Cannon Fodder CD32. This caused 
much merriment at The One 
because a) it's my favourite game 
after Sensible Soccer: and b) 
because it's got a fantastic animat- 
ed rendered demo at the start. With 
all the Cannon Fodder blokes in it, 
and everything. 

Hurrah! We thought. 

Until, that is. we banged it in the 
old CD32. switched on, and waited. 
And waited. After several seconds, 
which seemed like hours, the black- 
and-white piccies of the Sensible 
team dressed in stupid army clothes 
came up, just like they did on the 
floppy version of the game a year 
ago. Bum. 

A swift call to Virgin gave the 
answer we haven't got an FMV car- 
tridge for our CD32 And. of course, 
you need one to run the intro. Now. 
while — as we all know, I'm sure — 
FMV (Full-Motion Video) gives the 
best quality animations and films 
and stuff ever, it's no good if you 
haven't got a bloody cart. And see- 
ing that only the boss of Com- 
modore (and perhaps his mum) has 
got an FMV cartridge, that's no 
blimey good to us. is it Mr Sensible? 
Or should I call you Captain? 

Anyway, aside from the fact that 
we can't comment on the new fab 
mtro, the game is identical to the 




Ah, 
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avttc post-glacial moraine. 




floppy version. Which means you've 
got tons of levels filled with all 
kinds of war scenes: jungle, desert, 
Arctic; lots of soldiers to kill in the 
most disgusting and outrageous 
manner; lots of grenades, rockets 
and machine guns to loose off; lots 
of everything, really. 

Controlling the game is identical, 
too — if you have a mouse you can 
plug that in and. er, go; while the 
joypad is only a half-reasonable 
substitute. Using the direction pad 
to move the cursor around the 
screen is great for moving your 
crack troop, but the cursor is also 
used as a gun sight. So a small lim- 
itation of the control shows up 
when a nasty enemy runs up to you 
from behind, and suddenly you 
have to whip the cursor from one 
side of the screen to the other — it 
just doesn't move quickly enough. 
Having said that, it's a fast-action 
game so I can't see how Sensible 
could have done it differently. It's 
still fab; but if you're buying it 
get a mouse too — it makes for a 
much better game. And I'm sure 
the intro is great, too. 

OVERALL: 91% 



Bird, bees, cloaked 
frog, coins... I'm a 
tea-pot. 



SUPERFROG 

CD32 • Team 17 < 
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Team 17's Superfrog 
is, like Cannon Fod- 
der, a game which 
has been out on 
floppy tor ages and 
has only just seen 
the light on the 
CD32. Unlike Cannon Fodder, 
though, Superfrog is showing his 
age. It's a platform game, you see, 
and if ever there was a bad time to 
release a platformer it's now, in- 
between the newer, sexier Ruff V 
Tumble, Putty Squad and Aladdin 
(see page S1). 

Technically it's fantastic, which 
isn't really surprising from the Team 
17 boys who are famous for 50Hz- 
scrolling masterpieces. I mean, take 
Allen Breed — you can still happily 
pick up a copy of that now, and it 
will play just as well as it did a cou- 
ple of years ago. 

With Superfrog you can expect 
super-smooth scrolling, plenty of 
colour, and cutesy enemies from 
hell just dying for you to bounce 
on their heads. But there's some- 
thing wrong: compared 
with the more recent plat- 
formers (admittedly, per 
haps slightly lower in the tech- 
nical division) Superfrog 
doesn't feel right. 

When he runs he runs as 
fast as Sonic, but he jumps 
way too far and 
too slowly. He's 
weightless, 
seemingly, 
which 
makes for 
less-than-startling 
realism, and It 
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makes jumping around and bopping 
the enemies on the head stupidly 
difficult. This is also a criticism of 
Ocean's Kid Chaos, except the Kid 
has loads of momentum too; so 
when he starts a running jump it's 
rather difficult to stop him. 

Apart from that, though. Super- 
frog has everything else pretty much 
sewn up. The same Eric Schwartz 
(famous American animator dude) 
animation appears at the beginning, 
which means really there are no dif- 
ferences between this and the flop- 
py version. Neither Ruff 'n' Tumble 
nor Aladdin are likely to make it to 
C032. and they wouldn't be as 
cheap as 15 quid even if they 
were, so for a half-decent 
challenging platformer it's, 
er, super. Frog. 



OVERALL: 
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You won't believe 
this, but Harry has 
quit the Replays team 
after last month's 
Rorkes' Drift fiasco, 
storming out and 
vowing never to 
work with amateurs 
again. Fortunately, 
Matt Broughton is 
cheap, cheerful and 
pathetically keen, so 
a Harry can 
' get stuffed. 
So please 
Mr Music, 
will you 
play... 
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The Tom-a-to-ibitr from the planet 
Spew are a hostile race of inter* 
galactic lager blooded prunes. 
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Cute, but not quite patronising 
enough for Take Mart. 



CORKERS C 

Core Design, 

£19.99 

Core seems to have had a num- 
ber of releases over the past 
year which, while being in no 
way stinky, have only just scraped 
over the 80 percent threshold 
of 'overall extreme good- 
ness' without making an 
indelible impact. Well, 
hold that thought for a 
moment because, 
though only 'Pretty 
Smart' games in their 
own time. Wonder Dog, 
Cyberpunks, Blob and 
Blastar have now joined 
forces to become one he 
of a bargain package. 

Blob is the first of the games 
{well at least it is as far as the cover 
illustration goes, I'm sure you can feel 
free to load the games in any order 
you want!) and is the most puzzlish 
game of the quartet. You're about as 
basic a character as you could be. You 
can bounce up. And down. 
And move a bit in the air. 
There are some 50 levels to 
complete and all the platforms 
are shown in 3D, from above. 

As you play. Blob bounces 
up and onto higher levels, or 
drops down to lower levels, 
looking for the exit and mak- 
ing use of special tiles that 
appear on some of the plat- 
forms. Fans blow Blob away, 
while switches must be tog- 
gled — you know, the stan- 
dard puzzle/platform stuff — 
while you try to avoid banging your 
head, or spinning off into space. 

When I reviewed Blob as a full- 
priced game, I found it far too frus- 
trating. It's harsh because it penalises 
you if you fail to judge each jump 
absolutely correctly. Blob is an ace 
character, but I bet you'll get a bit 
sick of watching him fall off into infi- 
nite space, just because you jumped 
a hair's breadth off centre. Still, we 
like a challenge on The One. 

Next up is Wonder Dog, an above- 
average platformer, with an above- 
average character. There's no point in 
giving you a run-down of what to 
expect, because if you've played a 
platformer, you'll know all about 
secret rooms, moving platforms, 
bonus icons etc. 





The mutant cherry-Hp absorbed 
everything the Buzzcocks could 
throw at it. 1 1 
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WD is cute enough and certainly 
has enough levels, features and bad- 
dies to keep your attention, and 
that's it really. If you like platform 
games, this has just about everything 
you could need without threatening 
to blow you away. 

Blastar is the shoot-'em-up 
of the gang. The action is 
viewed from overhead and 
you use a 'rotate left, rotate 
right, thrust and fire' arrange- 
ment to control your ship. Each 
level presents you with a specific 
'planet' that wraps-around after every 
six or seven screen's worth, and 
includes a number of targets that 
must be found and destroyed to 
move on to the next. 

A scanner in the bottom of the 
screen goes some way to prodding 
you in the right direction, while a vari- 
ety of unfriendly aliens keep you on 
the move. You can grab yourself 
some improvements to your ship 
every now and then, increasing fire- 
power and overall ship performance 
— but other than that, just fly around 
and kill everything you see. 

Blastar is nowt incredible, but with 
an interesting graphic style and good 
end-of-level guardians, it's just 
enough to give your kids a treat. Cer- 
tainly one of the stronger titles here. 

Last in the queue at the fish shop 



stand the naughty Cyberpunks, a son* I 
of Alien Breed for the under 10s 
Combining elements of Chaos Engine 
and the aforementioned Team 17 1 
classic, Cyberpunks puts you in I 
charge of a team of brave diddy-l 
marines who must battle their way 
through five missions. Each mis- 
sion is split up into smaller bite- 
sized pieces and plays across a I 
number of ship decks. 
Along the way, aliens must be ! 
killed, keys must be found, health 
must be monitored, and extra 
weapons and toys must be collected 
It looks a bit primitive, but Cyber- 
punks doesn't actually play too badly, 
and if you enjoy a touch of the old 
exploration it's fairly rewarding. Not 
bad, but not brilliant. 

So, in conclusion, and by way of 
summary, there's no real runt in this 
package, because everyone is catered 
for. Everyone will pick out different 
favourite and a different, er, 'dog 
once they've gone through the lot. i 
personally got bags of enjoyment 
from each and every one of thcit 
games, and at a fiver apiece, I find it 
hard to fault the overall package. Def 

initely worth purchasing if you've 

never seen any of these titles. [MB! 
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12.99 



Looking back at 
my original 
review of Wiz 'n' 
Uz, I can see that I didn't 
give it enough credit — 
especially as a two-play- 
er game. Unfortunately, 
it just seems to be one 
of those games that you 
don't really get into until 
you've play it for weeks 
and weeks, and then 
realise that you're sti 
playing, and still having 
fun. (Right Matt, you're 
sacked then — Simon). 

Wiz 'n' Uz really 
requires two reviews 
because, to its credit, 
the two player game 
is a completely dif- 
ferent case of apri- 
cots to the one 
player game. As a 
one player game, 
things are very sim- 
ple and very cutesy- 
consoley. You play as 
Wiz or Uz. and have the 
simple task of saving all the 
wabbits' that have been stolen by 
an evil being high in the sky. There 
are a number of "worlds' that must 
be explored, and it's your task to 
collect the aforementioned bunni- 
form cuddlies within a strict time 
limit as you go. As the lop-eared 
tosers are retrieved they'll leave a lit- 
tle pressy on the mat; perhaps an 
ertra time icon, a piece of fruit or 
-eg. At this point I'd like to point 
out that no, I haven't gone surreal, 
these pieces of F 'n' V are invaluable 
10 you. as they can be mixed 
together to produce a variety of 
power-ups, bonuses, and sub- 
games (and presumably yummy 
curries — Simon.), 

Half the fun of Wiz 'n' Uz is in 
experimenting with the spells, 
because with about thirty different 
•ngredients to choose from, and 
*ith each spell using just two. you 
can imagine how many variations 
. 





UIZ-0OOOH35O 



... And If I get much 
more boring I shall 
turn Into a gimlet. 



there are to be 
tried out. (That's, 
900 mate, if I'm not 
very much mistaken. 
Probably. — Simon). 
As a two player game. Wiz 
'n' Uz split up to play against each 
other in a split-screen competition. 
In this challenge, the spell element 
of the game is removed and 
replaced by a 'get all your coloured 
wabbits before she gets all her 
coloured wabbits' affair. When it 
comes to really fever-pitched two 
player battles. W 'n' L just can't be 
beat. Rather brilliantly, the pro- 
grammers also thought to add a 
handicapping system, so if you're 
playing against someone who's bet- 
ter or worse than yourself, you can 
still make it a worthwhile challenge, 
and not just an whitewash. 

If you weren't tempted by this lit- 
tle cracker first time round, I would 
urge you to get your hands on a 
copy at this budget price. You won't 
be disappointed, I guarantee. 1MB] 





If there's one thing the game and 
film makers appear to have got 
consistently right over the past 
few years, it's creating bloody scary 
machines. Forgetting how cute R2-D2 
was for just a second, think about 
how you felt when ED-209 was chas- 
ing that bloke in Robocop, or per 
haps that nasty piece of work, Robo- 
cop 2, with all its devilish 
attachments. Even bloke-features, 
Siggy Weaver, looked fairly pant-fill- 
ing in her automated lifter suit. Well, 
old ED-209 certainly has a lot 
to answer for. because it's 
hard to think of a futuristic 
game since that hasn't fea- 
tured some looky-likey 
thing from hell, complete 
with a crunching, 
stomping walk. My evi- 
dence, ladies and gentlemen of the 
jury — Walker. (What about that 
walking thing in Thunderbirds? It 
was utterly crap and fell down a big 
hole in episode 1 — Harry/ 

If there was ever an impressive 
fighting machine, it's your vehicle in 
this mindlessly violent Psygnosis 
game. Parking is not a problem in 
this little baby, just open your enor- 
mous chain guns on anyone nearby, 
and then sit yourself down on top of 
their spazzy Volvo. Oh yes. Walker is 
one mean, er... further mocker. 

I think the game features the sim- 
plest concept Psygnosis has ever put 
out (apart from LAH which was sim- 



Your Stars 
with Patric 
Walker. 

ply a piece 
of poo); 
walk along, 
and if any- 
thing other 
than little old you 
appears on-screen, blow it up. You 
have, as already mentioned, a 'larger 
than average' gun. while can either 
be aimed manually with the 
mouse, or used with an 
automatic lock-on for the 
larger vehicles. 
As the game progresses, 
the Walker passes through 
various time-zones; first 
you take on WW1 
bombers and horse- 
drawn soldiers, and finally arrive 
panting slap-bang in the middle of a 
futuristic battle. 

The game is simple mayhem, and 
apart from having to control the 
walker's movement with two key- 
board keys, is a simple matter of 
putting the mouse cursor where you 
want death, and pressing fire. 

If you crave severe damage and 
aren't too worried about the moral 
implications of killing about fifty peo- 
ple a minute, Walker could be right 
up your entrance. [MB] 
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Join us on this 
month's gilded cusp, 
and follow our flight 
of goose-feathered 
flechettes into the 
very heart of Theme 
Park. Tilt with us at 
the very tush of rea- 
son to un-horse your 
Universe; know too 
that we shall dally on 
the neb where Litil 
Divil sports with its 
amusing vowels, and 
then excitedly and by 
way of acumination 
plunge headlong into 
Kid Chaos, before 
urging one last trem- 
bling buss on our 
Benefactor's end. 



< 
CL 

III 

2 
ui 
Z 








j * i 



< 

in 

2 
ui 
X 
I- 




is just a rough guide as it will 
vary with the quality of the 
rides, how often they are used 
and for how long. 

A slightly risky tactic is to 
slow the speed of a damaged 
ride right down while the mechanic is 
fixing another ride. Hopefully the ride 
won't blow up in the time it takes for 
the other ride to be fixed, and the 
Mechanic can then fix the new one. The 
upside of all this is that you only have 
■ one Mechanic employed, and the 
jM little people always have at least 
J B one ride that they can 

^H^^^M* go on, as opposed to 
having two closed 
UH" rides to look at. If 
. it works, it works 

well. If not then 
I ^L 1 ^— it's disastrous. 

^L-Q Entertainers — These 
should be placed near 
|L queues that have a particular- 
^^■^ ly long wait time, to ease the 
T stress caused by waiting to 
^B^^^T get on the ride, In addi- 
9^1^^ tion. at leasl 



Entertain* 
should be placi 
somewhere near tl 
park entrance. This m 
allow him to hand out umbrellas 
people entering the park when it rair 

£ Guards — These need only be hin 
if Thugs start appearing in the pai 
You will notice the Thugs when yt 
start seeing beaten up Entertainers, ai 
rides start breaking down a lot fasi 
than normal. When Thugs appear yi 
must deal with them immediately. Hi 
plenty of Guards and try to move ya 
Entertainers away from trouble are; 
Guards will only escort Thugs out of t 
park if they see them doing somethn 
nasty like kicking an Entertainer 
breaking a ride, so you may need 
move the Guards around quite a b 

Park Layout 

When designing your park, try to thi 
about what the little people will wa 
at any one time and place thin 
accordingly. Place a Balloon Shop nc 
near the entrance so that the peoi 
part with their money while they're s 
happy. This will put them in a go 

mood for the rest of their stay unl< 
anything bad happens. 

^^^^^^ People get enji 
ment out 
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COMPUTER AND VIDEO GAMES. OUT ON THE 1 5TH EVERY MONTH, AND ONLY £2.25 
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THE UNIQUE 15 PLAYER OPJION CAN TURN 
OUR FRONT ROOM INTO A'FOQT BALL TERRAC 
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Once there were sims, 
but now there's.,. 

JETSTRIKE 




Amiga - available now. 
CD32- June 1994. 
Amiga AGA - July 1994. 

Aboul £20 each 



Jet5trike is the flight game 
for your computer - with 
over 1 30 levels and a 
choice of 4 0 p i a n a s and 
weapons systems (more 
in the CD versions)... all 
this and a two-player 
option makes this a game 
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nidi win neup yuu uyiMy 
for months. 

Take to the skies 
and defeat the 
forces ofSPUDD! 



Amiga Computing - 90% / GAMER GOLD, 
The One Amiga - 84%, Amiga World - Grade "A". 




CLOCKWISER.... 

time is running out. 
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Amiga and Amiga 
AGA - available 
May 1994 
(£19.95). 

CD32- June 1994 
(£24.95). 
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"A QUESTION OF... 

KNOWLEDGE!!!" 

TELEPHONE QUIZ 

Play CHOOfljl^^BuBJECT by picking your subject 
and answering at least 3 questions correctly to enter 
our prize draw by answering 1 0 



your su 




FOOTBALL 



questions correctly first time to 
win a prize. 

|>OP Ml 
WD GAMES 



JUST Gl 



ST GET TEN QUESTIONS RIGHT 
FIRST TIME, PICKED FROM ALL 
SUBJECTS & YOU'LL WIN 3 
CD'S OF YOUR CHOICE 





0891 300 123 




YOU COULD WIN 
A COOL SEGA 
MEGA DRIVE! 



0891 300 122 



JUST GET TEN QUESTIONS RipHT 
FIRST TIME, PICKED FROM &L 
SUBJECTS & YOU'LL WIN Y 
CHOICE OF 3 COMPUTER G 




| g 0891 300 124 




PICK YOUR SUBJECT 
U 



0891 300 125 
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Clockwiser Is an 
infuriating, addictive, 
un-put-down-able 
puzzler with over 
100 levels of mind- 
bendtnglun. It 
comes complete 
with a puzzle editor - 
it's a package which 
really lets you 
gel your own back! 



Move 'em around, beam 'em up, blow 'em up (carefully 
■bs it!), cope with self-generaling diamonds and much 
more... 



HASPUTIN 



Rasputin Software, 38/40 High Street, Green Street Green 
Orpington, Kent BR6 6BJ. Phone: 0689 - 850770 



tr you are under 18 or do not pay the pnonc bill, get permission before dialing. (Jails cost 
39p pet minute cheap rate, 49p per minute at all other times. Max. length is seven and ■ 
half minutes. Max. con 13. 68. Non-tmtant win compot clo«« 20/3/96. Each winner 
picked at random from draw. All winners notified by post after dosing date. Rules/win- 
mm available from Shpn, 4 Walnut Tree Park, Walnut tree Close. Guildford. Surrey, GUI 
4TA. Instant win consists of Qs & A s picked .it i.iridom from any subject. 




General Hints 

Move slowly down Ihe corridors and 
keep looking ahead ol Mult - this helps 
you to avoid the Traps. 

On all the levels, try to fully explore 
all the corridors because you will find 
money and food. 

Save your game on each level then 
if you die you won't have to start again 
from the beginning. 

Making a map of each level will help 
you to keep track of where you are - 
make sure you note where the shop is 
so you can go back to it to buy things 
when you need to. 

As soon as you enter a room, find a 
safe place to stand while you work out 
what you have to do in each room. 

To defeat the bridge monsters at the 
beginning and end of each level, the 
best thing to do is a combination of 
high and low hits. 



Level 1 
Spider Room 

Object: to get the bug spray available 
from the shop. Stand either side of the 
spider's head. Press one fore button lets 
Mutt use the bug spray while the other 
makes Mutt stamp on the smaller spi- 
ders Keep spraying the large spider 
until its head explodes - a torch then 
appears. Grab hold of it so Mutt can 
use it to scare the little spiders away. 



EXIT 



LEVEL 1 




ARENA 



FURNACE 



SIREN 



SWAMP 



DEATH 



PLATFORM 



GOODIES 



SPIDER 



SAVE 



The Arena ^ — . 

. Ob|ect: to hit the green wrestler 
V and knock him over. 
\ Eventually Mutt will pull out 
% the pin that you have 
1 bought from the shop and 
pop the wrestler's belly. 
You are now free to leave i 
I the room. 




Swamp Room ^— ^ 

Object: to buy the bucket from the shop. Jump across the humps until you 
gel to the face breathing fire in the wall. Jump onto the final hump just as the 
fire is dying down, then as soon as you land, press fire. Mutt will then take 
the bucket out of his pocket, lower it into the water and throw it at the 
\ face to put the fire out. 





Skull Room 

Object: to play the game with the demon. An eyeball is placed under 
one of the skulls, the skulls are switched and you have to guoss which 
one hides the eyeball. To choose the skull you think has the eyeball under a 
it, walk over to it and press fire. ( 
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POSTPAID »! 
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AfNenturcs, Puzzlers. Plulformerfc,Sporls, 
Sh<Hil-em-ups,Beal-em-up* Straterg}- 
ETC.. More Games than You'll Ever Need!!!! 

Some of these OtMM Were Sold Al More Than £20 Each! YOU gel the 
LOT For Less Than £20.00!!! 

This massive Compilulion of FANTASTIC Games Normally Relails al 
hundreds of pounds!!!! 
YOU CANT LOSE!! 
Don't Miss Out - Order NOW FROM: 
FUTURE SOFTWARE <CU> 
Depl A, 8 Magnolia Park, Dunmurry, Belfast BT 17 ODS. 
ALL AMJGAS - FAST DESPATCH ON QB0BB8 
- OVERSEAS ADD £2-00 



HORNESOFT PD 



:i»T\»j»tu ru*w. winoihavk mothiijih- iiv 
jn-ummm 

ALL LATEST DEMOS, UTILS, GAMES 
AVAILABLE ASSASSINS GAMES UPTO 
196 . AND LOTS MORE. 
SEND S.A.E * DISK TO ABOVE 
ADDRESS FOR A FREE CATALOGUE 
OR SEND 3 * 1st CLASS STAMPS, OR 
PHONE FOR FREE CATALOGUE; 



OPERATION I IHESrOflM 
A COUWRCUt QUALITY GAME LIKE OMEN 

MRCTONCS4 IKE FWE FORCE ON AMIGA. 
LOTS Of POWEH M WEAPONS ETC. f AS'LY- 
WOK'H 110.00 . BUT US ONLY AVAIlABlf FROM 
MiOHMfSOFT PO fC* AI9> 17 50 INC POSIAGF. 
CHEQUES PO PA»A8L( TO MOflNt SOt I PO 



ALSO F1 LICENCEWARE AVAILABLE 
AND 

LOTS. LOTS, MORE 
THE ONLY PD LIBRARY YOU WILL 
EVER NEEDPROBEBLEYH 

FAST FRIENOLY SERVICE, 24 HR DE5PATCH 



... STILL THE BEST 



COMPUTER- A-R ACE* £19.99 

THE FINAL EDITION 

COMPUTE-A-RACE. Otters 
unrivalled accuracy and unbeatable value. 
(Amiga only) 

WHAT DOES IT DO? 

COMPUTE-A-RACE. is a Horse Racing 
Precfccbon Program thai can forecast races, 
select bets, calculate return and much more. 

IS tT COMPLICATED TO USE? 

No. Features an ease ot use Within days 
mputing a race will be second nature. 

WHEN SHOULD I ORDER? 

Now . Betting tor profits IS betting for fun. 



Cheques P.O. payable to 
HANDISOFT (Mail Order ONLY) 

HandisoM. 37 Hearsall Lane, 
Spon End. Coventry. CV5 6HF 



CAPRI CD DISTRIBUTION 

Kdtv ALL AVAILABLE am3wxfb 
TITLES IN STOCK 

70 . COTV TITLES COMPATIBLE WITH CD32 
90 . CD32 TITLES I 30 . VIDEO CD TITLES 
MEW RELEASES 

MEETING. PEAIHSEI999 UFO E»» 

ARCADE POOl CUM SOUNDS TERBIfC f '9 » 

ASSASSINS CO f t9 99 BUBBLE ft SOtlE AKCI9 99 

SMON SORCSROB C3096) GUARDAN t»» 

UNIVERSE C'9.99 CANNON FODDER E298B 

A M IGA CD OFFE RS 

PIN8AUFANTASIE5C"9» PSYCHO «1£R CI BB9 
NORTH POLAR C24.99 'OWN WITH NO NAME Et9 99 

LEMWiNGS C9 99 rttVBlE' INI SOCCER CI999 

TRIVIAL PURSUIT BRIAN THE LION E 14» 

CAPRI CD DISTRiimON 
DEPT ONE 1 CAPRI HOUSE 9 DEAN ST. 
MAR LOW, BUCKS. SL7 3AA 

TEL/FAX 0628-891022 

■P^TRAOE ENQUIRIES WELCOME ^BT 
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DIPT THO 1 1 /EG Unit 3, 
CrosiluryB Shopping Mall, SI Hoots, 
Cambridaeihlre PE19 2AU 
TtLIPHONE ORDER LINEi 0908 379 
FAX: 0908 277142 




BLANK DISKS 
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RECYCLED 
COVER DISKS 



1m m\ Trim ft a 
RECVCIED HD 
COVERDlSKS^l 



DS/DD 

50 £12.99 50 £20.00 50 £16.00 
100 £23.00 100 £33.00 100 £30.00 



1 



DS/HD 



50 £22.00 
100 £40.00 

250 £55.00 250 £75.00 250 £70.00 250 £90.00 
500 £100.00 500 £135.00 500 £135.00 500 £170.00 
1000 £180.00 1000 £270.00 1000 £255.00 1000 £320.00 



All Our Disks Include 



Labels 
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Dale: 

Name: 

Address: 



Postcode: 



Tel No: 



PLEASE WRITE IH CAPITALS 



BUS STOP PD 



UTILITIES 



*'*l<Xuf W0I*$W3P 4\ 
•CON OtSCMH 
OHAPHICS RIPPER 
ELECTHOCAD 
EMULATORS 
SO V2.0 
IDOLS] 
MEDWjP 
OPTlCOWS 
LITTLE OFFICE 
Bl/ICMCn 
CARTOON BRUSHES 
PS. FONTS HOI 
lYPt I FONTS 

DLOCK 
RaU DATABASE 
OI5NEV CUPS 
PRO DEMO CREATOR 
DCOPY V3I 
D PAINT FONTS (tm 
u AM 
VI5CALC 
CRUNCH A COPV 
ST MODS 110) 

X GRAPH 
MAGNUM VI 4 
(MS* OPTIMISE B 
QUALITY CLIPS (5) 
OCTAMED MODS (31 
AMIGA E 
SPECTRLM EUAATOR VW 
SPECTRUM GAMES |B| 

tM-GIVrtnS BEMCH 

NjO ERRORS 
ABCUTIUTIES 
1100 FIX 018" 

-Mti> 

NCOMMV30 
PHINT A CARD 
SLIDE SHOW MAKER 
MAVERICX VS SO 
PAINT i ANIMATE 
SPECTHAPAINT 
LTAPUNOV AGA 
TYPING TUTOR 

OCA COPV 
Hi I MAP FONTS 
MUSIC RIPPERS 
SkICK 



GAMES 



galaxy blast 
OBIC 
SEVEN TIES 
DELUXE PACUAN 
BATTlE CARS 2 
QUIZMASTER 
TOMCAT 
ATOM SMASHER 
CATACOMB 
CARD GAMES 

TETHEN 
GmOSTSHIP 
POO 
TENNIS 
STRWE 10 PIN 

POOL 
OLEMPUD(l) 

OBLIVION 

SLAMBAu. 
APTillERUS 
SERENE 
ESCAPE 
NEIGHBOURS (?) 
SKVFIVEH 
TOTAL WAR 
CRAVE 
WRE" 
9AC» GAMMON 
SEA HE (ST 

mcro market 
mr men olympics (?) 
biuv burgler 

Super pri» 
iflON CLADS {ft 
SOLrtGS 
CASH FRUIT 
■ " \ • 
SORRV 
SORChED TANKS 
STEWARDS ENQUIRY 
SOLAR LORDS 

V CHESS 
OBK ATTACK 
SONO' BLAGGtR 
TANK N STUFF 
SWORD OF WARLOCK B| 
SL>ME 
GOBBLERS 
100 GAMES m 



SLIDES 



CRY FOn DAWN 
THE PRISONER 
WATERSHie DOWN 
DRACULA 
SHARON STONE 
VAB8A DABBA 
GIRLS OF SPORT 
PAULftA 
MOVE STARS 
ROBIN HOOD 
CHER 
FERRARI 
MOTORBIKES (7) 

AflCRAFT 
MANGA MANIACS 
TRUE BLUE O) 
GARFIELD l?l 
DEEP SPACE 9 
IRON MAIDEN (*) 
WENDY JAMES 
jm HENORU (2) 
CORN CIRCLES 



GLAMOUR 



eUASZSIAIUMUl IB 

CELEBRITY SPECULS (5) 
CLASSIC GIRLS (4| 
THE «0> 
SUPEROIRLS 3 
SEXY 0ROID6 
UTOPIA - ■ 
BO DEREK 

MARIE WHI TAKER 
KATHY HOVO 

MADONNA SEX (3| 

DOU*M (J) 

SABRMA 

TAUANA 
MAYFAIR (3) 
NAKED DREAMS 

BFPO O) 
SEVPlOSlON (3) 
STRiPSt OTTER 



We alio Have loll ol guoa QUtfaT* 
Mcononand game* al .cry 
rcoionabi* prices At pmrni wc 
ion oi RPG. ■-. ■— 

*i mutations. Sport, plalformafs 

and atiool em up*, so rl you •ant 
a garni and you cin'l find It then 

may nava it. yon n»ve< »no"r I 

ALL DISKS 05p EACH 
Please make 
Cheques. PO o payable lo 
Bus Stop Pd and send II with 
your order lo . 



PET SHOP BOVS 
JESUS ON ES 171 
DOOP 
LAWN MOWER 0ETH 111 
MERCILESS 
NAPALM DEATH 
KD LANG 
MV WORLD 
MISERY 
SaMPLf MINDS 
SWEET CHILD 
JACK DEE 
THE UNFORGIVCN (Si 
LSD STORY |3| 
» FINGERS (!) 
DREAM TRIPPING 
CLASSIC MUSIC |7) 

I UFT MV CUP 
THE PROCLAMERS 
AMSONIQ6 
FAIRLIGHT 7AI 
TOTALLY TEKNO 



ACCESSORIES 



PARJOCLUOUJ 

tOD CAP BOA C7 40 

100 4 COLOUR LABELS £2.50 

rxs" DR"vE Cleaner nn 



M UOU9EMA1 
500. 600 I«K) 
DU8TCOVEAS 
10 CAP BOX 
QUALITY DtSKa 



■ < .'■ 

E7B9 
C< 43 

CO 50 



All l.tlci work on 
all Amiga*, all 
lilies are single 
disks unless Whet. 
Wt*e staked in 
Brackets 



TEL (0455) 554982 

Banvsan tern and 5d" 
Ooki Ti'nutlj mwi'iix! * <"« r**,n 
PAP SOp PER ORDER NOT PCH DISK 
EUROPE Mr PER DISK 
ROT W 50p PER DISK 

BUS STOP P-D Dept. THO 
2 WYCLIFFE TERRACE 
GILMORTON ROAD 
LUTTERWORTH 
LEICESTERSHIRE LE17 JHN 



Telephone or Fax 0246 290860 




Nn-i Man* I Now I Mow 1 

the ABC 

Th» Amino Buyora Compandlum 

Ova. lOO mupfi I !•••>. Ova- 1 OOO piooocli 
Bava lima tllltll Ba>a Monay IIIMII 



»ry offar On 
poil nnd paizklriu liiclurlnd 



Adding mote ouch inonin I 
3 V5p alamp. alialIKO which 

campuiar. fa* FREE caialiia"- 

al aollwaia .... i i. ,\ ra| 



NWoBH 

omt am 

A_*jiual lor nil Amiga Ofltlnjalaele 

PUBLIC DOMAIN | SHARIWAHf 
Mp par d>o» at i..n 
TOO MANY TITLES TO LIST- 
OVER 3000 AND OROWINQ MONTHLY I 

STOCK CLEARANCE Q AMES 
A mii . A DISK, 'in. 1 CD ROM. 
8EOA ME OA DRIVE. SUPER NES all. 
OVER 100 TITLES WHILE STOCKS LAST • 
MANY AT HALF CURRENT RETAIL PRICE) I 



-*•••<> oitvnua iwmai oxaaat In 

(■AH blUlMlBUTION 

W> Slwili*iii Mtimi Dtimiiriii 
HI) ■••»■••<■ SIM t>QO 
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LOOKING FOR SOFTUIRRE ? 

FOR RLL V0UR UTILITIES, 
GAMES, EDUCRTI ON & 
MUSIC PD SOFTUIRRE 
CONTACT: 
PD DROME 
DEPT THO 
32 MEADOW TERRRCE 

HERR I NGTON DURN 
HOUGHTON LE SPRING 
TVNE & ID EAR DH4 7RF 
TELEPHONE: 091 504 0917 



WANT TO CHEAT!! 
Tips And Cheats 
Booklet 

Consisting of Tips. Cheats and 
Level Codes lor over 200 ot the 

mosi popular 

Amiga Games 

Please send cheque/p.o. for 
£2.95. 

made payable to S. FFORDE 
Feathersioncs. Penhallow 
House, 33 Carbery Avenue 
Soulhboume. Bournemouth 
Dorset. BH6 3LN 



II YOU HAM ro 
REACH OVER 47,000 
ACTIVE AMIGA 
GAMES PLAYERS 
WITH LOTS OF 
MONEY TO SPEND 
<)N YOl R 
PRODI ( I S ! 

THEN ( ALL MARIE 
LAW LOR ON : 

071 972 6700 




IF AN 

ADVERT IS WRONG, 
<p S WHO PUTS IT RIGHT? 

We do. The Advertising Standards Authority ensures 
advertisements meet with the strict Code of Advertising Practice. 

So ir you question an advertiser, they have to 
answer to us. 

lb rind out more about the ASA, please write to 
Advertising Standards Authority. 
Department X, Brook House. 
Tbrrlnglon Place. London WCIE 7HN. 

This apart In don. led la the IntrrrMs ofhlffh rtlandard* In adwrtUri-f nli 




TO ALL PROGRAMMERS OF ANY LANGUAGE 

F1 are seeking newqualrty games a utts (<y its *vw inoBasing range o* Mlas We pay a good royalty «m 
kx* after ou# programmers So ' yoo warn a FAST response send you* program hjr evakiaion 100AV. ~o 

wi" get bach lo you m a law days Or (or more info tend an SAE. 

•LATEST F1 LICENCE WARE TITLES* 

F1-27 THE STATES OF EUROPE E3.B9 Educational prg 

F1-Z8 CLINDEX C3M Learn aooul CLI commands WORKBENCH only 

F1-29 AREODYNAMIC Z4.99 {2 DISKS) Helicopter shoot em up 

Fl-30 FORTRESS 13 99 i meg venuori ot trus classic war strategy 

Fl-31 POWERBASE V3 30 C3S9 E. Commercial high guavty database. 

•STOP PRESS* JUST IN: 

Word Power V2C3 99. Power Planner VI. 1 £3 90. 

F1 Challenge V2 £3 99 Pufzling. 1 Spectra C3 99 

'ATTENTION AMOS USERSI* 
new QuaMy programmers disk mag. For only £2 2$ you get loads of EXCLUSIVE SOURCE 
CODE wMten by some ot the best Amos coders around. 

ISSUE 1 OUT NOWI 
ISSUE 2 OUT 1st AUG 94 
Is&ue 2 cornea with complete source to arcade puiiloi rM«ic POLVMORF 
ALL cheques to F1 Licence-war* please. P-P fr OB For a detailed oat Uii* u* ail 
F1 Was 4 cheap PD send Disk i Etamp or 75p 

F1 

LICENCEWARE 



AMOS2INE is 




HEUJS * AHIHATIQH ' BUYERS' liUIDL ' ' :n MF flEBIEHfS* COe DM ' PUBLIC DOMAIN ' PREUIFIHS ' GRAPHICS * HRR1 




SOFTWARE * BEGINNERS' GUIDES * HU 

tips • EDurrrnoH • 

BUYERS" GUIDE 
BEfilK GUI 
EDUCflTIGH • 
BUYERS' GUID 
BEGIHHERS* GU 
EDUCATION * T 
BUYERS' GUIDE 
BEGINN 
EDUCAT1 



IIS ' HRRDUJHRE 
ERS ' HEUJS * AMI 
IRRDUIRRE * SOF 
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OCTOBER W ev ^ 
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MISSING. t_OW»Ul 



Sid Meier 
surpasses 
Civilization^ 




!RS' GUI HE 
BEGINNERS GUIDE" ' MI) 




MUSIC SPECIAL! 

"SSS 



I 



IS * RHlHill 



YOUR 



• somi 

nTFF REUIEUJS 



fir myp flPTflDUD TCC1FU flU • Who owns who? How ihe PC games publishers are slowly but surely becoming 

Ifl 1 Jit U L 1 U D L Jl lOuUE U I pari of Hollywood - a special PC Review investigation. 

TirDUIfTUlir * Be the firsl 10 play MicroProses Trans P ort Tycoon, with PC Review's special 

I L JILUIlUJ . . cover disk extract. 

• All this and a free CD-ROM on the cover, too. This must be PC heaven! 

Sid Meier's Colonization 

It's been a long lime but the (ollow-up to Civilization is HERE, and it's reviewed p£ Rgjjjguj QctObef 1QQ4 



PLUS 

t Why buy a new PC when you can rent? It could work out more cheaply - we 
explain how. 

• The future of sound: we look behind the scenes at Creative Technology, the 
people behind the Sound Blaster. 

• Give your sound card the speakers it deserves - four sets of speakers reviewed 
and rated in our delinitive test. 



In the shops on September 15th 
Reserue your copy NOW! 
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/WATT'S SHOW-OFF SHELF 




MEDICATION REQUIRED 




u goblins, but doesn't know 



nwr She first bit where 



FREE PRESCRIPTIONS 





torn woraiop. 
Isle Of Man. 



Veil matey, according to my solution, THE PERFECT KIS. 
ou don 't need to talk to Rita at all. but effects. (I hope!) 
tstead must examine the table and 
rush the hidden microphone you find 
here. Don't give any information to 



unxnorpe. 

Try typing in SOULPSYCHEDELICIDE or 
THE PERFECT KISS for some interesting 



> 
m 

(A 



THE SURGERY IS 
NOW CLOSED 




Don't blame it on the sunshine, don't blame 
it on the moonlight, don't blame it on the 
good times, blame it on the boogie. Matt 
The Medic is in Tenerife, so he doesn't care 
what the intro says. Hasta la pronto! 



Dear Mat! 

(Out knight in shinning armour), could 
you please help three damsels in dis- 
tress? We are stuck in King's Quest 1 . 
where having collected tons ol stuff, 
we've found ourselves in a cave with 
the magic mirror and the dragon. 
We've tried to swim up to the bucket 
but keep drowning; and we can't get 
out of the cave as there's a large boul- 
der in the way which we can't move. Do 
we need the shield? We know where it 
<s but not how to get it. 

Joan, Anne and Julie. 

Lancaster. 

Okay fair maidens, to take it back to the 
top of the well (where it's a good idea 
to save the game) stand on the north 
side of the well and cut the rope. 
Cutting the rope gets the bucket for 
you. leaving you to lower the rope into 
the well and then climb down. At the 
end of the rope, dive under the water 
jnd head southwest into the hole — 
6e/ng careful not to get tangled in the 
weeds. When you exit the hole you 'II be 
face to face with the dragon, at which 



'banana shot', 'super dribble' and 
super barge' mean in Empire Soccer. 
Can you tell me what they do J Can you 
tell me how to do an overhead kick? 

Noel Cassar. 
B'Kara. Malta 

You're either a naughty little Maltese 
pirate or you haven't read your manu- 
al properly, because Carol at Empire 
assures me that the instruction manual 
gives a very clear description of all the 
special actions. Also, you can't perform 
overhead kicks because they aren't in 
the Amiga version! If you 're still having 
trouble, my lover, try Empire itself on 
081 343 7337. 

Dear Matt, 

Could you please tell me how to con- 
struct a space dock in Gremlin's K240. 
I follow all the instructions in the man- 
ual and have the required ore and 
funds, yet even after the required build- 
ing time, nothing appears on the aster- 
oid orbit screen. 

I have the same problem when mov- 
ing my transporter to another asteroid; 



tcr one, mission two, but get locked up. 
I can't get out even though I've acti- 
vated the alarm and said everything to 
Rita to let me out. 



Dear Matt. 

Is there a cheat for Wolfchild that you 
could give me? 

BHal Mahnood, 



Dear Matt The Medic, 
tease can you help me with a budget 
^ame called The Immortal 1 I've been 
playing it for ages, but find it a bit hard. 
Do you have any cheats or level codes? 

Stephen Powell. 
Bournemouth 

can't help you with cheats, but here, 
lave some scrummy level codes: 
i£FE8 1 0006F70, CC5EE2 1 000E 1 0, 
*6SFA3 1 00 / EBO, B57F943OO0EB0, 

3BEBS3010A4 1. 8PDFB62010ACI. 
S011F730178C1 Taste good? 

Dear Matt, 

m trying to find out what 'speed 

yiiiC 'nniAiilr ittiuf inm thill' 



dock from your colony command cen- 
tre, a basic construction platform 
should appear in your orbit view imme- 
diately Production will halt if you run 
out of funds or materials, but again, 
you should at least be able to see some- 
thing forming. As far as the transporter 
problems go, once the transporter has 
arrived at a new asteroid, you should 
be able to transfer ore by clicking over 
it with the ship icon (the arrow, not the 
hand) and then highlighting the little 
storage icon {see the manual). If you're 
still stuck, then try the Gremlin helpline 
on 0742 7S3423 

Dear Matt. 

I'm stuck on KGB — help! I can get into 

thf> " i .'lit niimhoi nifihl rtn chart. 



Rita, and when the American joins you, 
avoid the temptation of violence When 
you hear the muffled conversation from 
the living room, listen at the door. 
Show the smashed microphone to the 
American, which will convince him that 
you're not a plant (fuchsia? Andy.), 
and then inspect the plastic alarm box 
Tell the American that you think it could 
be connected to the meat shop and get 
him to set it off. This will get Verto out 
of the way. Tell the girl that you know 
where the drugs are because you took 
them, and promise to take her to them. 
When she opens the door, attack her. 
See, you don't want to be talking to 
these women, you want to be hitting 
'em Tovarich! (Er. yes Matt -- Andy.) 



I realise that these intros are much the same month after month, but (as always) thanks to 
all the tipsters that have sent in letters this month, and ta to all the chaps and chappesses 
that have phoned in their tips. Keep 'em coming! 



BODY BLOWS 
GALACTIC 
Team 17 

Young Peter from Croydon has been 
busy al the old tips this month, the first 
of which is with this little darlin' for the 
Team 17 beat-'em-up supremo. By typ- 
ing in 'MEANTEAM' on the high score 
table, er. ..something great happens, 
but I can't remember what he said 
now. Oops! Sorry 'bout that! 



reading very slowly, and always remem- 
ber the difference between a LEVEL and 
a WORLD. {Patronising git — Andy.). 
Good luck (I'm off for a nice lie down). 



JAMES POND 3 

Millennium 





mission two, relo 



BENEFACTOR 

Psygnosis 

As promised last month, here are 
the next set of codes for this little 
darlin'. with special thanks to 
Anthony Earl for his level codes 
along the way, 

STONES AND BONES 

1. 5RB2HBHKNH 

2. MH3QQL3QQL 

3. MPKRT5H4QR 




lack with young I 
end him thai cot 
yping in NIGHTM 
md then pressing 
i very handy little 
natey boy. 



4. 6KFKCMD31K 

5. 1MQCF4RDGP 

6. 3MQJKNWPQT 

7. Q2NGRKMFQJ 

8. 6VDJCGC3BF 

9. 6NFKFPGLGQ 
tO. 6NFKLPKPQ5 



MERRY WINTERLAND 
T.QFNGRLMFQK 

2. 1MQBFNT23Q 

3. QMDB3NJH4T 

4. Q2NGTKKDQH 

5. 14QFTTNCQQ 

6. QNDBG4HFKS 

7. 3RQ4NHQ4NH 

8. QLDBNMG2QP 

9. 3JQJQKQJQK 

10. M5Q4DG4MB2 



TECHNO 

t . M6QN2JR4FK 

2 21QFJBXMQ3 

3. M3MSR4LRQN 

4. MDQ4CF4M1D 

5. MNQN24SPGQ 

6. MJQNKKWTQQ 

7. MNQNM45RQS 

8. MMQNGN5RKR 

9. 2WQKMMPJLL 

10. M3QN4JSPQL 




I ' -~ — — 

EXCLUSIVE OFFER 

FOR THE ONE READERS FROM 




PD FREE - THE WAY IT'S MEANT TO BE! 
CALL MARK, ANDY OR DAVE ON: 

(0293) 523869 




AMIGA GAMES 



AJKI Airtnn ll*A> „ 119 44 

a nn 

Allan i Eimili . (7.99 

Alto Alio ,.,„., £12 9* 

Ana link 1 1 canr »<n thr tat 19 99 

Aitftun >r, ; ■ , i £999 

B«l Vi Ihr Wuriil ,„. .._..__ .49 99 

Bnan The lion £999 

HtrtaSi ■« Sua ___£V99 

Buna? o 41699 

t-mpaifn J 41944 

ITi»Tir Manarfff End IB SeatonUU 411.99 
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EVERY MANGA 9 
VIDEO EVER! 

THAT'S OVER 50 FILMS! 



IIU I 
WOI 
ave 
■ 



Look over there, by the wall. 
That huge video cabinet you 
bought last year; £39.95 from 
MFI; tt looks pretty empty, doesn't 
it? Heading purposefully for the 
checkout, you had visions in black 
ash of a library of videos: the Batman 
Animated Collection (Simes' fave). 
Star Wars (Matt's pleasure), Jacob's 
Ladder (Andy's choice). The Lion in 
Winter (er. what? Oh. it's Harry. 
What a surprise.). 

And yet what's really there? A sin- 
gle copy of Garfield on the Town. 
Spitting Image part 1 which your 
Gran gave you three years ago and 
the entire series of Blackadder (taped 
off the telly, of course). They don't 
quite cut it, do they? 

So, thank god for The One, and 
sing 'Hosanna!' for Manga. Because, 
by Jove, you could soon be the proud 
owner of over 50 Japanese anime 
videos — surely more than enough 
to fill the largest vid cab. And, we 
worked out that 54 videos at an 
average of, oh. probably an hour 



each, is about... er. 54 hours of solid 
entertainment. That's over two days! 

WHAT DO I DO? 

Surely, it's obvi- 
ous, isn't rt? 
Look at 
that big 
square 
thing 
in the 
middle 
of the 
page 
and then 
come back 
and ask me again. 
It's a word search, right? 
The idea is to search 
through the Letter 
Matrix" to locate each 
word from the list pro- 
vided. When you find 
one. circle it carefully 
with a pen. 

When you've marked 




them all, note down the letters 
which are left over in the Matrix. 
Rearrange them to spell another 
Manga video title, which you'll find 
in the list of all 54 videos below. Jot 
it down on the back of a postcard or 
a stuck-down envelope, and post it 
to: Away in a Manga, The One. 30-32 
Farringdon Lane, London EC1R 3AU. 
Entries must arrive no later than 
November 31st 1994. If they do, 
they'll be slung immediately in the 
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MPIRE 
AMNESIA 
DOMINION 
FREEMAN 
RGVEDA 
GUNHED 
RUMIK 
MONSTER 
ROUJINZ 
JUDGE 
ODIN 
ARISLAN 
GOLGO 
AKO 
FIST 
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bin. As will any entries contained 
within sealed envelopes, so watch it. 
The editor's, or indeed the acting 
editor's decision is final and irrevo- 
cable etc etc. 



WARNING 

Although the majority of these 
videos contain nothing more 
than fluffy teddies and cute 
bunny wabbits, there is the occa- 
sional burst of pure, unexpurgat- 
ed violence. And gore. Of course, 
the offending vids carry a suit- 
able BBFC warning (you know, 
15. 18 — that sort of thing), but 
we thought we'd best let you 
know anyway. 




WHAT DO I WIN? 

Akira, Appleseed, Battle Angel 
Alita, Crying Freeman 1: Portrait 
of a Killer, Crying Freeman 2: 
The Enemy Within, Crying Free- 
man 3: Retribution, Crying Free- 
man 4: The Hostages, Cyber City 
OEDO 808 — File 1: Virtual 
Death. Cyber City OEDO 808 — 
File 2: Psychic Trooper, 
Dangaioh, Devil Man Part 1 : The 
Birth, Devil Man Part 2: The 
Demon Bird, Dominion Tank 
Police Acts 1 & 2. Dominion Tank 
Police Acts 3 8r4. Doomed 
Megalopolis Chapter 1: The 
Demon City, Doomed Megalopo- 
lis Chapter 2: Disaster, Doomed 
Megalopolis Chapter 3: The Pise 
of the Dragon, Doomed Mega- 
lopolis Chapter 4: The Final 
Challenge, Fist of the North Star, 
Oolgo 13: The Professional, Gun- 
hed, The Guyver Data 1: Genesis 
of the Guyver, The Guyver Data 
2: Battle of the Guyvers, The 
Guyver Data 3: Mysterious Shad- 
ow, The Guyver Data 4; Attack 
of the Hyper-Zoanoid Team 5, 
The Guyver Data 5: Death of the 
Guyver, The Guyver Data 6: Ter- 
minal Battle — The Fall of 
Chronos Japan, The Guyver Data 
7: The Battle Begins, The Guyver 
Data 8: The Lost Unit. The Heroic 
Legend of Arislan Part 1, The 
Heroic Legend of Arislan Part 2. 
Judge. Lensman, Monster City, 
Odin, Project Ako, P. G Veda, 
Roujin Z, Rumik World Part 1 : 
Fire Tripper, Rumik World Part 2: 
Laughing Target, Rumik World 
Part 3: Mermaid Forest, Rumik 
World Part 4: Maris the Wonder 
Girl, Tokyo Babylon Part 1, 
Tokyo Babylon Part 2, 3 x 3 Eyes 
Part 1,3x3 Eyes Part 2, 
Ultimate Teacher, Urotsukidoji 
— Legend of the Overfiend, 
Urotsukidoji 2 — Legend of the 
Demon Womb, Vampire Hunter 
'D', VonusWart, Wickod City, 

Wind of Amnesia, Zeguy. 
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IT'S BRILLIANT. HONEST. 



P D Z O 



Matt d s been going on about how lovely it'll 
be to loll on a beach in Tenerife. Well let 
me tell you, it's pretty bloody fab at The 
One without The Singing Defective 
warbling in my left lug-hole all day. I do so 
miss the hilarious 'pants' jokes though. 



I've got a nice recipe for 
FlMm. Jo says that the 
'Avocado clips' are quite nice. 
She meant Guacamole. 



CHILLY CHAVEZ 



£5.99 
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ello! What have we here? If 
I'm not much mistaken, this 
appears to be a PD game 
that could have very well been sold 
to someone as a rather nice little 
budget game. 

Very much relying on the musical 
charms of. say, Alfred Chicken, with 
gameplay akin to Bubble Bobble. 
Rainbow islands and Qwak, Chilly 
Chavez is tried and tested platform 
rompery at its simplest. 

Each level presents you with a 
number of platforms filled with var- 
ious items to be collected, and bad 
guys of varied incarnation — some 
intelligent, some just following pre- 
set paths — each threatening to sap 
your life force on contact and ulti- 
mately nick one of your lives. 

You're not helpless though, and 
can perform a limited number of 
deadly spins (seven, maybe? — 
Andy.) that kill anything unfortunate 
enough to be in the way. And with 
any luck they'll leave behind either a 
points bonus, or a power-up award- 
ing shields, extra spins, or energy. 

After a set number of items have 
been collected, the level Is complete 
and you move on to attack that 
level's big boss. Chilly Chavez fea- 
tures spiced-up end-of-level bruisers, 
and rather than the normal 'hit it a 
thousand times' solution, you will be 
required to perform simple, but 
more interesting tasks to kill them. 
On the first Mexican level (where you 
collect traditional style '$ bags' while 
avoiding bandits and crows) the big 
boss snake can only be killed by 
retrieving a key from the top of 
the screen, opening a chest and 
then using the power-up within 




Cone Anne and the bad bear Ian. 

to shoot the snake. You have to go 
through this process a few times, 
and all the while Mr Snake is spitting 
fireballs and giving birth to nasty 
monsters. Groovy. 

There's not a lot else to say about 
Chilly Chavez, because it's got no 
major faults. So. if you fancy a 
decent chunk of fun without forking 
out for a full price platformer. get 
your money out now. 
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FORMULA 1 
CHALLENGE 



Though I'm not a great man- 
agement game fan (er, what 
about that 90 percent On The 
Ball then, pants-face? — Simon.) I 
admit that there is a great deal of 
pleasure to be had sitting back and 
letting someone else do all the run- 
ning round in a game for a change. 

We've been through just about 
every kind of management game in 
the full-price market; footy. rugger, 
and er. . . lots of other things too. but 
as yet, I've never actually played an 
F1 management game. So, I don't 
hear you ask. what exactly do you do 
when you manage an F1 team? Well, 
I don't know. What I do know 
though, is what you do in Formula 1 
Challenge from F1 Licenceware. so 
I'll just concentrate on that if you 
don't mind. Not half. 

The first thing you have to do in 
F1C is pick yourself a team. All the 
favourites are there, so whether you 
fancy yourself as a bit of a Williams 
man. or maybe even a Lotus blos- 
som, the choice is yours. Next you 
pick an engine, then the tyres 
(Goodyear. Pirelli etc.) and. last but 
not least, a driver. Of course, you 
don't exactly start the game with a 
fortune, so you need to be a bit con- 
servative with your choices until 

Formula 1... as exciting as an evening 
chez Nuttall. (Bog off. ugly — Andy.), 




17 Bit Software 

It's time to set the Way 
Back' machine to about 
1982. when games 
were games, and no-one 
had even thought of paral- 
lax, let alone done anything 
about it. Though we have 
the likes of VR and CD to 
get excited about these 
days, back then, if you 
were into adventure games, the 
slightest hint of graphics accompa- 
nying your text was enough to get 
you all frothy. Thus, Introgash is an 
oldie-basher, with such nostalgic 
elements as poor block graphics, 
dreadful puzzles, and extremely 
limited vocabulary. Er. Hoorah! 
(hoorool). 

What Introgash tries to do is 




Oh very clever. Matt. How do I caption 
this poo? 

actually quite worthy, it just hasn't 
got the maps or puzzles necessary to 
make it very good. For most of the 
time you're just walking down a 
straight hallway of rooms. You're in 
one room with one door, and blow 
me if once that room's puzzle is 
solved, you're not in another room 



with a door... etc. Also, the phrase 
"...that room's puzzle is solved" is a 
bit too complimentary, because very 
early on you find that if a room has 
nothing but a door and B picture on 
the wall, odds are that by looking at 
the picture you'll find a key. The next 
room may have an 'electronic access 
system' rather than a key-hole, but 
again, by looking in a bucket (the 
only object in room) you'll probably 
find a piece of paper with an access 
code on it. Fiendishly clever! 

Death in Introgash is an annoying 
'trial and error' affair, with no real 
strategy or thought making a sod's 
difference to your luck. If you find a 
glass of milk and drink it, only then 
do you find that it was poisoned and 
you're dead. When you do have the 
choice of a left or right corridor 
(something quite special in itself) 
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you've made a bit of money. And 
how do you do that? Ah, you come 
with me Kimosabe... 

Once actually into the game you j 
need to think about how best to 
invest any remaining money — 
improving your pit crew, improving 
your engine's performance etc. — 
before getting down to some serious 
research for your next race. A pletho- 
ra of information is available as far 
as track layouts, record times and 
weather conditions are concerned, : 
and all must be studied in detail if S 
you want to select the correct sus-j 
pension, tyre type and overall race) 
strategy to win. 

Once you're happy that you've! 
got the best possible setup, you can j 
actually start the race itself, which j 
is shown as a result table above the : 
track. Having received your qualify- j 
ing position (hopefully!) you then: 
get to sit back as the cars whistle off : 
past your window, with the table: 
updating itself to the drivers' posi- : 
tions as the race progresses. 

A sort of commentary pops up: 
every now and then as drivers retire, ; 
crash, spin, and experience all the; 
general problems of F1 grands prix. \ 
You can make pit stops at any point, j 
changing the tyres as weather con- : 
ditions change, and it's here that the: 
quality of your pit team saves or: 
loses you precious seconds. Or not. j 

The presentation is excellent j 
throughout, with some tasty little: 
animations and static graphics keep- j 
ing things pretty. The game pro- i 
gresses speedily enough, allowing: 
you to buy more drivers and make j 
more improvement to your opera- j 
tion. I realise that this 'ain't gonna 1 ; 
be everyone's cup of Rosie, but I j 
quite enjoyed it. So there. 




NANOFLY 

Cynostic, 

Disk GO 258 



Nano nano. No, not a poor Mork 
and Mindy joke, but a reflec- 
tion of the way this particular 
game's instructions go on and on try- 
ing to add the prefix 'Nano' on every- 
thing. Apparently, in this game you 
have to pilot a stolen mechanical 
NanoFly through the hazardous sec- 
tors of the Nano-Tech production 
tower, destroying blue print Nano- 
disks containing the plans for an 
invisible super-weapon the 
NanoVirus. NanoSodoff. That's 
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toss a coin if you have to, but don't 
be surprised if a boulder falls on 
your head, killing you and sending 
you back to the beginning to look 
for keys behind pictures. Yawn. 

In reality, the first game of Intro- 
gash is quite interesting -- and 
then you die stupidly. The second 
game of Introgash is okay and you 
don't die where you did before — 
but then you die stupidly some- 
where else. Yes, a pattern's form- 
ing, isn't it. Anyway, needless to say 
that you're not likely to bother tak- 
ing this beyond about six or seven 
plays simply because you get bored 
searching the same bucket time 
after time. Shame really it could 
have been quite nice. Oops I'm 
completely deadl 



OVERALL 



his morning I 
received a pack- 
age in the post 
accompanied by a letter 
saying that this was 
"one of the best PD 
games for a long time." 
As you might imagine, 
get a lot of letters like 
this, generally followed 
by a large disappoint- 
ment as some sad 
SEUCK game jerks across the screen 
in a div-like way. Ah, but not today... 

Tony And His Friends is, quite sim- 
ply, an excellent Mario clone. There's 
nothing here that you won't have 
seen a million times before, but this 
is about the smoothest version I've 
seen, with some nice little Kelloggs 
connections thrown in just to 
remind you just what game 
you're playing. 

You start off as Tony the 
Frosties tiger, but you can 
change into other 
Kelloggs 'charac- - 
ters' by entering spe- 
cial doors scattered 
across the levels. The 
levels themselves are filled 
with the usual fodder.moving plat- 
forms, dissolving platforms, pits full 
of water etc, all of which must be 
crossed carefully to avoid losing 
energy and, ultimately, lives. 

The point of changing characters 
is that where one may fail, another 
(with different abilities) may suc- 
ceed. Though Tony can run faster 
than everyone else (and jump oth- 
erwise impossible chasms) only 
Snacks the frog can travel underwa- 
ter and collect the hidden bonuses. 
The game also subtly changes 
depending on who you are, so Tony 
collects Frosties, while the monkey 
bloke (er, I think you'll find our little 
simian friend is called 'Coco' exas- 
peratingly enough, mate — Harry.) 
collects Coco Pops (they're so damn 
chocolatey, even the milk turns 
brown. Apparently). 



J NanoVirus. 
J what I say. 

J What this all Nanoboils down to is. 
In fact, an average run-of-the-mill, 
^L.' maze romp, where you fly a, er... 
'fly' through a number of side- 
viewed levels. You have a limit- 
ed amount of energy per life. indi- 
cated by a red line at the base of the 
screen, which depletes every time 
you make contact with a wall (the 
NanoFly is apparently 'a bit fragile' 
or something) or fly too close to a 
bomb. There are also such lovely 
security devices out to get you as 
huge pistons blocking the corridors, 
and sliding doors, which kill you 
instantly should your timing be off. 

The fly isn't bothered by such 
things as gravity, momentum or iner- 
tia, so anyone with an ounce of skill 
should be able to play the game 
without any real problems, just mer- 
rily zipping around with a sum total 
of 'nil' challenges to their being. 

The idea behind NanoFly is to 
search through the various maze lev- 
els, blowing up the blueprint disk by 
dropping bombs by them, and gen- 
erally making a nuisance of yourself. 
There are bonuses to collect along 
the way. but other than that, er... 
that's it. 

The graphics are quite fast run- 
ning and smooth, but the game suf- 
fers from a strange sort of emptiness 
— there's very little to keep you on 
the edge of your seat. The presenta- 
tion is all very nice at the front end, 
but sonically, there's not much going 
on either. 

I would only really recommend 
this to someone who prefers a 'less 
busy' sort of game, and doesn't mind 
hours of searching with very little 
reward. Mind you, having just read 
that last sentence, perhaps I 
wouldn't recommend it to anyone. 
Ever. NanoDoh* 




Theeeeyrrre going to sua you, Mr 
Smarty-Pants. 

There are other more Zelda-Mke 
elements to the game, with keys hid* 
den in dark corners, allowing access 
to bonus rooms and extra points. 

All the levels are played against a 
time limit which keep you moving 
but allow you enough freedom to 
explore the levels fully. So, in 
conclusion, I have to agree with 
young Mr Dagnall — this really 
is one of the best PD games 
we've seen in a while. See, 
you were right mate) 




% 



MONEY TO... 
• K Dagnall, 217 
Kingscote Drive, Layton, 
Blackpool FY3 7EW 
(cheques to: K DAGNALL). 
* Cynostic, Office 01, New 

Enterprise Centre, Little 
Heath Ind. Est, Old Church 
Road, Coventry, CV6 7NB. 
Tel: (0203) 681687 

• 17 Bit Software, 1st 
Floor Offices. 2/8 Market 

Street, Wakefield, West 
Yorks 
WF1 1DH 
Tel: (0924) 366982 

• F1 Licenceware, 31 
Wellington Road, Exeter, 

Devon EX2 9DU 




The small purple and yelloi 
thing wa< inriptr rihahlo 



0 
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RECOMMENDED 



'Roll-up, roll up' called a roguish, character with a twinkle in his eye as big as a shiny sil- 
ver sixpence. He wore a moleskin waistcoat, a pair of brightly polished leather gaiters 
and a stupid flat cap. With one hand he waved an enormous leek, with the other he 
scrabbled wildly at the sky as if plucking inspiration from the clouds. A soiled bin-liner 
shielded his wrinkled nethers from public ridicule. 'Roll-up my lovelies. Come to Uncle 
Mutts'! The Theme Park for all the family'. 'Sod off you smelly old Welsh twister/ 
shrieked a crowd of children. 'You ripped us off last year.' Uncle Nutts smiled and pro- 
duced a brown paper bag from beneath his cap. 'A free brown paper bag for the first kid 
to ride on my big dipper/ he leered hopefully. Suddenly a police car drew up and two 
burly constables leapt out, grabbed Uncle Nutts by the arms and bundled him into the 
back seat. 'The only ride you'll be taking is down the Station chummy/ they said tersely. 



Alien Breed 2 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Team 17 
December 1993 
1Mb 
£26 99 



Team 17 return to familiar territory with this, the sequel 
to the game that first established the company as one 
of Britain's leading Amiga developers. It's more of the 
same Gauntlet-esque bug-hunting action basically, but 
bigger, buster and blastter. Some have complained It's 
too easy, though... 



Banshee 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



91% 
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Bubba 'n' Stix 

Q Publisher: Cote Design 




Issue Reviewed: 
Memory: 
Price: 



January 1994 
1Mb 

£25.99 



Another platform game from Core Design? Surely not! 
We shouldn't moan, though, especially If they're as wen 
designed as Bubba W Stli. Yes, It's a bH short, but rt's 
beautifully programmed, the graphics have a vividness 
not often seen on the Amiga and there's a brilliant vein 
of humour running through it all. Fantastic stuff, when 
all s said and done. 



Core 

July 1 994 

2Mb 

£29.99 



Banshee Is A roller-coaster ride to hell. In a bua-bird 
called Banshee. Test your trlggor finger and powers ol 
concentration In a ToraHoraMastlc one- or two-player 
flight of fantasy and er... blowing things to kingdom 
come. It's great fun, basically. 

Body Blows Galactic 




Qf\0/ Bump ' N ' Burn 



Issue Reviewed: 

Memory: 

Price: 



Grandslam 
June 1994 
1Mb 
£25.99 



■I— |» i 



Addictive 3-D racing as this Super MarloKart-with- 
knobs-on screeches on to the Amiga. Death Race 2000 
in a chuckle some cartoon style, with amazing weapons 
to blast your way through eight levels ol super-charged 
chicanery, make Bump 'N' Burn a must for those who 
always thought that all Scalextrtc lacked was a bit of 
mindless violence. 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Team 17 
December 1993 

1Mb 
£26.99 



Yet another sequel horn Team 1 7 which does lor street 
flghtin' what Allen Breed 2 does lor bug huntln'. Body 
Blows Galactic ht 'the business', boasting much 
smoother animation — the characters no longer move 
like Scott Tracy — faster action, animated backgrounds 
and enhanced sound effects. 



Brutal Sports Football 




Cannon Fodder 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Virgin Interactive 
December 1993 
1Mb 
£29.99 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Millennium 
November 1993 
1Mb 
£25.99 



88°/. 



89% 



War, according to the Sensible boys, has never been sc 
much fun, and we have to agree — Cannon Fodder Is 
one ol the most en}oyable games we've played In 
yonks. It may look like a fairly simple run-around and 
blast affair, but there's a surprising amount of strategy 
needed il you're to make It through lo the end. 

Ch'ship Manager Italia 



It's been a long time since Speedball 2 set the pace In 
fantasy sports games, and while Brutal Sports Football 
doesn't quite make the Bitmap game obsolete It's a 

> worthy companion piece. It's extremely violent, with 
spurts of blood flying everywhere and even the 
occasional decapitation. You have been warned... 



/ •••• „ I 
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Publisher: 
Issue Reviewed: 
Memory: 
Price; 



Intelek 
March 1994 
1Mb 
£17.00 



Although the main difference between this and the 
other Championship Manager games is that you got lo 
lake control of clubs with funny names, the reduced 
price and Increased running speed earn this a 
respectable mark. Novices may have a bit of trouble 
galling lo grip* with II hut lor iho met ol ua it'a lab. 



Club Football 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Imagine Horn* 
October 1994 
1Mb 
£25 99 



Become Big Ron and buy some decant bloody players. 
Beam down to the Blackburn dressing-room and 
•borrow' Shearer. Go bonkers and transform The 
Arsenal Into an attractive footballing side, or shore up 
Spurs 'defence' with anti-personnel mlnes.mThe best 
management slm since last month's tab On The Ball. 



The Clue 

Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Black Legend 
September 19 
1Mb 
£29.99 



F1 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Do mark 
February 1994 
1Mb 
£25.99 



From the French geezers who brought you Vroom 
comes this, the official F1 licence. To be honest it's 
basically Vroom all over again but slightly faster, (as H 
It needed to be!) and with a superb two-player mode. 
Although not realistic enough to satisfy a true Fl butt, 
it offers Incredible thrills and splits lo the aicade lover. 



Frontier: Elite 2 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Go me Tel- 
November 1993 
1Mb 
£34.99 



Fury of the Furries 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Mindscape 
January 1994 
1Mb 
£29.99 



A puzzle/platform game very similar to The Lost 
Vikings, Fury of the Furries offers 1 00 levels of mlnd- 
bendlng, reflex -testing action as you use your three 
cute Tlnles In various permutations to reach each 
stage's exit. Believe us, It's as addictive as hell. 



RECOMMENDED 
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90% 



88% 




Genesia 

Publisher: 

Issue Reviewed: 

Memory: 

Price: 



Mindscape 

January 1994 
1Mb 
£29.99 



Plan and execute crimes In the comfort of your own 
home. Become London's Mr Big without ever leaving 
your bedroom! Yes The Clue Is proof that crime plays! 
From humble tea leaf cry to big blagues with shooters 
'n' slaggs it's down to you lo outwit 'The Filth' and 
slay out ol the 'Scrubbs' without slaying clean! 

Elfmania 

Publisher: Renegade 

Issue Reviewed: June 1994 

Memory: 1Mb 

Price: £25.99 

Mortal Kombat comes to the elf-kingdom and gets Its 
teelh kicked-ln by a gorgeous girly with pointy ears. 
Ellmanla makes all othor boat 'em-ups on Ihe Amiga 
look pretty crappy — and the introduction of strategy is 
truly inspired. We were completely gobsmacked. It's 
Iho best over. Honestly. 




This is a huge 'society building' game very similar to 
The Settlers. Starting oft with a tiny tribe ol people, you 
must use their various skills to build a thriving 
civilisation. It's not as easy to gel into as The Settlers, 
but offers greater rewards for those who persevere. 



Ishar 3 

Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Daze 

September 1S94 

1Mb 

£34.99 



Ishar's back and this time e'est trols! Wohratax the 
black dragon Is created Lord ol SMh by the Powers of 
Chaos as a reward for being top bad Moke. More 
unpronouncable names and jaw-cracking plot twists 
from our Froggy chums In Ihis sequel lo Ihe sequel with 
les knobs enorme. or... sur. 



91°/ 




90% 
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Heimdall 2 

Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Core Design 
April 1994 
1Mb 
£34.99 



Heimdall 2 Is without a doubt, Ihe best of its kind. It's 
got |ust the right balance between action, adventure 
and puzzle solving with a smattering of humour In all 
Ihe right places. Blood, tunes, ores and great dollops of 
magic will keep you on Loki's bail, in the company of a 
fetching Valkyrie sauclly-named Ursha. 



90% 



90% 



James Pond 3 




Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Millennium 
June 1994 
2Mb 
£29.99 



The third Pond platformer Is huge. And bloody fast. In 
Operation Startl&h Pond weighs In with a leaner, 
moaner, Sean Connery of a performance to surpass his 
cute Roger Moore In Robocod. OK, so there's bit less 
colour but bags more character and the gameplay is 
infinitely more taxing. The ultimate Pond adventure! 



96% 



90% 



K240 

0 Publisher: 



We've waited a long, long time for this, but it's been 
worth every minute of It. Frontier is, quite simply, the 
game you bought your Amiga for. Admitted, It's not the 
most 'beginner friendly' game ever, and It takes a wrille 
to get Ks hooks Into you, but when it does It won't let 
go for years. A must buy. 



V - . Tram ^ 



90% 




Issue Reviewed: 

Memory: 

Price: 



Gremlin 
May 1994 
1Mb 
£29.99 



The best strategy game since Dune 2, K240 is a bit like 
Populous with asteroids. From your base-asteroid it's 
up to you to discover mote, colonise 'em, exploit 'em. 
and defend everything you've got agalnsl aliens in a 
race for galactic domination. Build fleets, blast aliens, 
mine stuff. We loved it. 



87% 
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Kid Chaos 

Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Ocean 

August 1994 

1Mb 

£26.98 



Crazy story line, crazy game. The chaotic cave-kid bom 
the cretaceous age clubs his way through this 
platformer faster than a hungry T-Rex chasing a let- 
propelled cow. More parallax than anything since 
Uonheart and more satlsfyingly violent than 
hilling banka of slinging nattloa with a hlg 
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Liberation: Captive 2 



Mindscape 
December 1 993 
2Mb (CD32/A1200 onry) 
£34.99 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 

Yest Here H Is — the first CD32 game to enter 
Recommended. And deservedly so — Liberation Is a 
brilliant, atmospheric RPG with one of the sexiest 
Intros you're ever likely to see. Really shows oft 
Commodore'!, capabilities io the lull 



Mega Motion 



Publisher: 
Issue Reviewed: 
Memory: 

Price: 



Black Legend 
April 1 994 
51 2K 
£19.99 



One of the most rewarding and brain-teasing games 
we've played tor ages. The concept Is simple and the 
animation tab. It reminds us a brt o( Boulderdash but 
It's not derivative. Only available as part of a two-pack, 
the other game being Statu which we rate at 84% and 
Just misses its own entry. Stonklngly good value. 



Microcosm 

Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Psygnosis 
January 1 994 
2Mb (CD32 only) 
£34.99 



94% 
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Puggsy 

Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Psygnosis 
March 1994 
1Mb 
£34.99 



On the surface, Puggsy looks like a slow platformer 
with not much going on, but H you spend a lew minutes 
learning the game mechanics and experimenting with 
the Total Object Interaction, then you'll discover • 
beautifully animated arcade adventure with fantastic 
graphics and sound. 



Putty Squad 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



System 3 
August 1994 
2Mb 
£29.99 



Putty Squad knocks several buckets of poo out ol Putty 

Thrill lo 36 levels of squishy blue fun, which Is more 
squishy blue fun than you can have a-squeeilng things 
n a policeman's trousers. Probably. Tons ol different 

enemies, sumptuous graphics and long lasting platform 

fun for all the family. 



88% 



Okay, so basically It's little more than a basic 30 shoot 
'em-up In the Space Harrier mould, but as far as 3D 
shool-'em-ups go It's |ust about the best-looking one 
you could possibly Imagine. And H plays pretty well too, 
although the (oypad doesn't half make your thumb sore 
All n really lacks Is variety. Ah well 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Team 17 
November 1 993 
1Mb 
£12.99 



Qwak may be '|ust' a budget title but H's completely 
brilliant which is why It's found a home here amongst 
the Recommended*. It's a one- or two-player Bubble 
Bobble-style game, with the aim being simply to amass 
points on your platform-filled Odyssey through the 
kingdom of cuteness. Simply marvellous. 



Mortal Kombat 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Virgin Interactive 
January 1993 
1Mb 
£34.99 



89% 



Top marks to virgin and Probe Software lor coming up 
with arguably the most accurate coin-op conversion 
seen In a long time. Everything from the arcade original 
Is here - the graphics, the sound and, most importantly, 
the gameplay ('the gore' surely? — Ed). Up until 
Elfmanla, this was the best beat em-up on the Amiga.. 




91% 
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Ruff 'N' Tumble 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Renegade 
August 1 994 
1Mb 
£25.99 



I ft. 



The best game ever with 'N' in the UUe? Little Ruff has 
lost 'Is marbles and that means mega-blaster mayhem In 
plattormular mode lor the likes of you 'n' me. This game 
Is sharper than Mlchaelangelo's best pencil, and that's 
no word of a lie because H's right there at the sharp-end 
of the platform renaissance. Ha, ha. 



On The Ball 

Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Daze 

September V 

1Mb 

£29.99 



90% 



A management sim with a difference, the only thing On 
The Ball lacks Is Brian Moore. Fresh as a daisy and as 
deep as (something we dldn'l understand — Simon 
and Matt], here's a footy game lo wander through 
wearing a big shirt, lo linger In and make a fragrant 
posy for your sweetheart with (what? — everyone). 

Out to Lunch 

Publisher: Mindscape 

Issue Reviewed: July 1994 

Memory: 2Mb 

Price): £29.99 

Food glorious food — but hang ont — It's all done a 
runnerl So Pierre Le Chef Is on a Cooks' Tour around 
some exotic locations (er.,. apart from Switzerland) 
to re-stock his larder. Out to Lunch Is a tasty 
platform patisserie with sprites thai take the 
biscuit. And that's no word of a pie! 




87% 



Second Samurai 



m 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Psygnosis 
December 1993 

1Mb 
£29.99 



90% 




Although perhaps looking a little too similar to the 
original First Samurai, this sequel Is a far better game. 
The hero doesn't move quite a fluid ly as he used to but 
he's still pretty nifty with his sword, and the tighter level 
design and less oblique puzzles make for a much more 
entertaining experience all round. 



The Settlers 

Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Blue Byte 
December 1993 
1Mb 
£34.99 



Imagine Little Computer People cross-bred with 
Populous and you'll have a good idea as to what The 
Settlers looks and plays like. It's your typical God game 
(build an empire, keep your folks happy and quash any 
rivals) spruced up with some super-cute animations on 
yuui sub)cU3. Vory user -friendly 




ECOMMENDED 



Skidmarks 



Publisher: Acid Software 

Issue Reviewed: January i 994 

Memory: 612K 

Price: £25.99 

It you have fond memories of Super Ofl-Roed tnen 
prepare to have them rekindled wttti this, a superb 
recer viewed from a similar 'isometric' perspective. 
Although a bit of a duffer wf>en played alone — the 
computer cars are crap to sey the least — it's txiiiiani 
In two-player mode. 

Simon the Sorcerer 



88% 



87% 




Universe 

Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Adventure Soft 
February 1994 
1Mb 

£34.99 



89 



% 



Brits Adventure Soft take on the American might of 
LucasArts and Sierra with this humourous graphic 
adventure. Obviously Intended to be a Monkey Island 2 
beater, It comes close to succeeding. However the 
Interlace doesn't quite surpass Lucas Arts' and the 
puzzles are tough — but don't let that put you off. 



Stardust 

Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Bloodhouse 
December 1993 
1Mb 
£16.99 



An unbelievable bargain at the price, Stardust Is the 
ultimate Asteroids clone. The graphics have to be seen 
to be believed and It plays as well — maybe even belter 
— than it looks. Along with the stunning 3D sub-game 
breaking up the rock bustln' between levels, this Is a 
least you (ust have to treat yourself to. 



91% 
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Theme Park 

Publisher: Bullfrog 

Issue Reviewed: October 1994 

Memory: 2Mb 

Price: £34.99 

Repeat after me. Longieal schmongleat! Alton Towers, 
Alton showers more like! Eurodlsney, e'est Eurodlsmal! 
Mow do I know? Because I've licked Theme Park right 
down to the stick and lasted Slmhaaven. And the path 
lo glory Is by way of the dodgem and the burger. For 
lo, I have seen the boltom line and It smells lovely. 



92% 




90% 




Core 

September 1 994 

1Mb 

£34.99 



Played an adventure with plenty of hot arcade action 
recently? No? Well, Universe has more puzzles than a 
gargantuan helping of enigma pie and more changes of 
pace than Mr (somebody we didn't know — Simon and 
Matl] himself. It'll warm up your belly and make your 
feet smelly If you like your games to have that bit eitra. 



Uridium 2 

Publisher: 
Issue Reviewed: 
Memory: 

Price: 



Renegade 
November 1893 
1Mb 
£26.99 



The C04 classic comes to the Amiga In style, souped-up 
beyond belief with 3i -colour graphics, SO-frames-per- 
second action, multi-way scrolling, power-ups and aH 
(he other good things you've come to expect from a 
BO's shoot-'em-up. It's very tough, but for die-hard 
blasting fans It's a dream come true. 



Psygnosis 
November 1993 
1Mb 
£26.99 



Wiz 'n' Liz 

Publisher: 
Issue Reviewed; 
Memory: 
Price: 



Originally a Mega Drive game, this cutesy race-'n'- 
collect-'em-up Is perhaps a little too simplistic to be 
worth buying It you're going to be playing It alone — 
you're likely to get bored of It long before the end ever 
comes Into sight — but It's great value If you've got a 
friend who can join In the fun. 



Zool 2 

Publisher: Gremlin 

Issue Reviewed: January 1994 

Memory: 1 Mb 

Price: £26.99 

Yet another sequel wangles Hi way Into these 
Recommended pages. Despite being more of the same, 
this Is far superior to Ihe original — Zool now has much 
more character, Is much better animated and Is a lot 
more enjoyable and less frustrating to control. You can 
even play as Zoo/, Zool '5 girlfriend I 



COMPETITION 

Yes! It's the quiz of the month! If you fancy your chances of winning one of ten fab-tastic 
software prizes then you've come to the right place. Just answer the following questions... 

(1) What day of the week did Guy Fawkes Day fall on in 1951? 

(2) In what year did November cease to be the 9th month of the year? 

(3) What event is commemorated on the 11th hour of the 11th day of the 11th month? 



Answers on a postcard or back of a sealed envelope by October 28th to the following 
address: Recommended Compo 8, THE ONE, 30-32 Farringdon Lane, London EC1R 3AU. 
The first ten entries drawn from the hat after the closing date win! 
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NEXT MONTH 



I7te delights of a stroll through 
the One with bogus capital letters 

ixSOvContfi 

*By Susan Carthorse — Amiga 



A new Limited Edition 
plate collection in 
Bodgewood English Fine 
Bone China 



9f: 



ow would you like to remember The 
One! All those Wroth. The admittedly 
rather Crap Jokes. The Pants. The peo- 
ple who stuck it out together through thick and 
thin, and those who just walked away when the 
going got tough. Each of these sumptuously- 
glazed souvenir erodes, featuring the entire Edi- 
torial Team, represents a famous 'artist's* unique- 
ly-distorted squint at our Gameplaying Heritage. 
So celebrate with us and reflect on issues past, 
whilst looking forward to issues new. 

Unique 'sort of circular' pfate shape 

Here are just some of the fine subjects soon to be 
reviewed in The One's Souvenir Salver Collection. 
MicroProse's UFO. with its vivid sapphire-blue 
eyes aglow. Team 17's Super Stardust, perched 
regally amidst a mound of soft cushions; and who 
knows what other delights you'll find crafted del- 
icately onto one of our Breathtaking Platters. 
Arcane's cheeky Turbo Trax trencher-piece would 
suit the more Discerning player, depicting as it 
does the innocence of Childhood and the folly of 
Steve lies' hair. Perhaps Infogrames' Planet Foot- 
ball, encircled by a border of its own Special 
flowers, birds and Wildlife would look good on 
your Welsh dresser? 

Send no money. 'Ever. 

Your first Plate, 'Next month', will be sent to you 
to view at home without any obligation to enjoy 




****** 



whatsoever. Or, if you prefer. Your Investment can 
be dispatched over a period of 12 months, each 
delicious fragment (glue not supplied) building 
month-by- month into an heirloom your family will 
wish to palm off onto Age Concern, as soon as you 
are decently buried. 

Other 'eminently collectable* soon to be avail- 
able only with The One include stunning review- 
able Tureens featuring Black Legend games such 
as Spherical Worlds and Embryo; while our Here- 
ford studio is currently engaged in the design of 
a matched pair of sumptuously scallop-edged 
Gravy Boats previewing The Lion King, Mighty 
Max and Primal Rage. 




The (Byron 

Commemorative Saucer 

If you're wondering how best to commemorate 
the end of an era, then this hand-thrown cucum- 
ber sandwich and poncy-biscuit Dishette, featur- 
ing the boggle-eyed viz of The One's most recent 
ex-editor is probably not for you. Rendered 
almost palatable by our resident artist, the beau- 
tiful, yet butch Jo Winslow, this example of finest 
hand-painted poorcelin (geddit?) is gilded with an 
elegant y-front motif and inset with scrolling vine 
leaves. This magnificent gift is guaranteed to 
frighten the pants off small children. 




NO STAMP NEEDED 

iA&tf Month 

Obviously this is a once in a lifetime opportuni- 
ty not to be missed. Simply fill in the coupon 
below, and hand it at once to any newsagent 
that looks clever enough to stock such a majes- 
tic publication. 

(Please note that there's a good chance you'll 
never see your plate, but by crikey you'll have 
one hell of a good read!) 

Name „ , 

Address i******* 4* •*#••* *•*■•••* »** 

Postcode ., 




December issue out 
28th November. 
So clean you could 
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A BIC RED FERRARI A CARIBBEAN HOLIDAY A GIBSON CUITAR 

NO! NO! NO! 
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RICK DANGEROUS 2 



INDIANA JONES* AND THE 
LAST CRUSADE™ 




WORLD CLASS 
LEADERBOARD ,M 



RICK 
DANGEROUS 










> " a! 










iSL —1 






II 




MICROPOSE SOCCER 



CARRIER COMMAND 



BIONIC 
COMMANDO*" 





INTERNATIONAL 
SOCCER 
CHALLENGE 
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